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MODERN JET AIR COMBAT 


From Europe to Libya and the Far East, air power 


is applied as an extension of foreign policy or as an 
instrument of war—put yourself in the action where 
split second decisions make the difference between 
victory and defeat in Air Superiority! 

The Rules: Air Superiority rules cover the basics 
of flight, gun combat, air-to-air missiles, radar, and 
electronic warfare, using the more realistic hex and 
hexside movement and direction. system. The rules 
are organized in easy-to- -learn sections, with scen- 
arios that may be played at the 
end of each one. Air Superiority 
is of intermediate complexity. 

The Hardware: Jet aircraft and 


GDWE&- 


ments for gaining domination of the skies, and Ам 
Superiority puts you at the controls. Thirty aircraft 
are completely rated and ready to go, from the 
relatively outdated MIG-21 Fishbeds to the super- 
sophisticated F-19 Stealth. Fighter. 

The Components: Air Superiority is a boxed game 
containing 240 color aircraft counters for the com- 
bat aircraft of the U.S., Europe, and the Soviet Union. 
Thirty-aircraft data cards present the game informa- 
tion about each unique fighter. There are four maps, 
Game plus a scenario booklet, briefing 
Designers' booklet and rules booklet. 
Workshop Air Superiority is $22.00, 
Since 1973 available from your local hobby 


their capabilities are the instru- РО Box 1646, Bloomington, IL "PO Box 1646, Bloomington, IL 61702-1646 store or direct from GDW. 
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“I Have Not Yet Begun to Fight” 


Where does one begin when starting a new wargame 
magazine? If one is intelligent he begins by asking for 
help. In spite of my dubious qualifications for 
intelligence, I still knew enough to know I didn’t know 
enough, so I contacted the experts. 


The first order of business was the blank cover 
staring me in the face, so I called the man I considered to 
be the finest artist in our hobby, Rodger B. MacGowan. 
As usual, he was aloof and hard to work with (only 
kidding). For anyone who doesn’t know Rodger, too bad. 
He is one nice person who will always go the extra mile 
for you, and in response to my excessive grovelling, he 
really came through, as you probably noticed when you 
first looked at the magazine. 


“Great,” I thought to myself, “the magazine will look 
good.” However, there's more to a magazine than the 
cover. So I contacted Ed Walker, the man behind the On 
All Fronts Squad Leader Newsletter. He answered the 
call by providing the SL scenarios which also appear in 
this issue. 


Then, I had a brainstorm. “Why not contact the 
competition? They’re sure to help, right?” In spite of 
what you might think, this is a fairly friendly and 
relaxed industry, 80 1 contacted Rex A. Martin, Editor of 
the Avalon Hill General. I explained what we were 
doing, and he took care of the rest. I could not have been 
more impressed. He personally contacted writers he 


Be a Wargame Recruiter! 


The Beginners’ Guide to Strategy 


knew, explaining the General’s preference for strategy 
over variant wargame articles, and asked his variant 
writers to try their submissions with Battleplan. We 
also received their names and addresses, plus other 
valuable goodies, not the least of which was advice from 
Rex. In short, Rex really got the ball rolling for us, and 
smoothly! 


Then, there was Captain Christopher R. Cummins, 
who, in spite of his duties with the Army, was still able 
to make the time to contact writers around the country 
on our behalf, saving myself considerable time and 
trouble. 


My publisher was also very supportive, giving me 
lots of encouragement and helpful suggestions, but 
never making demands or rigid guidelines. 


Finally, there were the writers themselves. The 
people who took time away from their own gaming to 
share their thoughts, expert knowledge and creative 
intellect with us all. These are the real heroes who make 
the hobby hang together, and who make Battleplan 
possible. 


Thank you all, for everything. I’m proud to be 


orchestrating this magazine, with a team like this and 
the help of these friends, good days, surely, are ahead. 


Ke ን... 
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The Beginners’ Guide to ` 


Strategy Gaming also comes 
complete with an introductory 
wargame, Battle for Moscow, 
1941. This GDW design was 
playtested by the Fire & 


Movement magazine staff to ከዩ ғ: ; 


especially suited as an intro- Е) 


° 


ductory wargame. Included is an 
8 1/2” by 11” color map, 39 
counters, charts and tables, plus 
three pages of clear, introductory 
level rules. 
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Gaming is something you should give to a 
friend to ease him into our fascinating 
hobby. This 64 page guide was created by 
top professionals to serve as the tool 
required to bring your friends, our hobby's 
potential "new commanders," into our 
world of historical simulation gaming. 


ኣኣ 
Фо < 
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Inside, articles include: The Basics, An Introduction to Game-speak, Notes for 
Solitaire Play, Principles of War for Wargamers, A Beginners’ Wargame Library, 
and guides to multi-player grand strategy and computer wargames. 

The Beginners’ Guide to Strategy Gaming is available for $5.95 post paid in the 
U.S. (foreign addresses please add $1.00 for shipping). Send check or money order (in 
U.S. funds) to: DTI, Dept. 4, P.O. Box 8399, Long Beach, CA 90808, or use your 
Master Card or Visa by calling our offices at (213) 420-3675. Yes, we can ship gift 


copies to multiple addresses! 


Circle Reader Service # 2 


should rally to 


The source for in-depth 
reports on all of the 
SQUAD LEADER games 
and gamettes, 
specializing in articles, 
new scenarios, anda 
national player rating 
system. 


For more information, please 
write to: 
On All Fronts 
P.O. Box 265 
Marshall, AR 72650 


One year, 12 newsletters, is only 
$12.95 or a half year (6-issue) trial sub- 
scription is only $7.50. All payments must 
be in U.S. funds and made payable to 
M.C.C. Overseas subscriptions are $15.00 
per year for surface mail. 


Circle Reader Service # 3 


bess of 


wn t e 


ር" 
ым 


ЕТ 


ІН 


commander Соке 
Dawe to head the Гаа] ваза አጨ 


Board Configuration 
A 


ONE IF BY AIR, TWOIF BY SEA 


MOUNT RACHI, LEROS, November 12, 1943: As the war turned toward 
Italy, the British had island hopped through the Aegean. Hitler was quite 
aware of this event and he was determined to halt the British advance. The 
Island of Leros would prove to be the target of Hitler’s OPERATION 
LEOPARD, a combined air assault and sea invasion. Ifa success, it would give 
British morale a blow and the Aegean back to the Germans. 


Board 
Configuration 


VICTORY CONDITIONS М T 


The German wins by clearing boards 2 & 6 of British troops. The British win 
by avoiding the german victory conditions. 


TURN RECORD CHART | 


(9 Allies set up first 


6ML 7ML 
25/10РР 15/2РР 


The 1st Parachute Battalion arrive оп turn 2. 


Elements of the 2nd Royal Fusiliers 
Battalion set up on board 6. 


[9 
A 


AOL (10) 


Elements of the Italian 
1st Battalion 


set up on board 4. 
MMG LMG | Entrench | 
Дан 4 2-7 5 
812 811+ መጨው 
3 

49.0, 101.0, 137.0, 140.0 AFTERMATH; The battle for Leros raged for 4 days. The appearence of the 
Rule 49.0 used on turn 1 only. German paratrops stunned the British. By the end of day one, the narrow neck of 
British receive 1 80mm artillery module beginning turn 3. land splitting Leros was in German hands. The Paratroops dropped onto Mt. Rachi, 


ах while seaborne troops invaded at Alinda Bay. Despite heroic British efforts, they 
АП hexes within 7 hexes of the east edge of board 7 are water. suffered aheir last loss to the Germans. Churchill called it a “bitter blow". Hitler 
Water current is moderate. sent his regards. 


Italian troops have a morale rating of 6, not 7. Scenario design by Perry A. Moore 


ЗАВ EGRES, HUNGARY, March 9, 1945: Hitler’s final offensive, SPRING 
AWAKENING was at its peak. After the 6th SS Panzer army broke through 
two Russian Defensive lines the lead elements of the 23rd Panzer, 506th 
Heavy Tank Battalion came upon a third. Prepared and armed with anti-tank 
weapons. The piercing of the third defensive line was critical if the SS was to 
reach the Danube. 


VICTORY CONDITIONS 


The German wins by exiting three or more tanks off the board, east of row Z, Board A 
on board 6. The Russian wins by preventing the German from winning. 
Configuration № 


ТОВМ КЕСОКО СНАКТ 


Enter turn 4, . 13 

CC10 - EE1, Enter turn 6, Y1 - [71 on board 6. 
boards 5 and 

6 along the 

south edge. 


Elements of the Sar Egres PAK defense force, 26th Army. 


WP | ER 
[ከ ND | 


851. 3⁄2 152: 


Z1 - FF6 


Turn 5, east edge of board 6. 


Russian units set up on board 6. Roadblock 


Anywhere. 


AY 


wv 


Bog rules in effect for all off-road movement due to severe mud. AFTERMATH: The 23rd Pz units stalled, tanks bogged down due to the mud. 
All of row FF, board 5 is mined. Nevertheless, Sar Egres was cleared at a high loss to the Germans. These high 


Use Stuka, Sturmovik rules. losses blunted the attack and SPRING AWAKENING ended a few days later. 
Use Smoke and Intensive Fire rules. 


Up Front can be made even 
more interesting in the solitaire 
format if the gamer is familiar with 
the АКУ and Flamethrower rules. 


Basically, the player defends 
with the standard squad against a 
lone enemy AFV Flamethrower. If 
one chooses to play with the German 
or Japanese squad, use the Russian 
AFV #36. If, instead, one 
commands a Russian squad, use the 
German АЕУ #38, and if one wishes 
to be American or British, use the 
German AFV #41. 


The method of play for this 
solitaire scenario follows all of the 
standard rules of Up Front with 
only a few minor exceptions. The 
scenario length is three decks, with 
the object of the game being to keep 
one’s squad intact and unbroken. 


The AFV Flamethrower starts 
as Group A, Chit O. The squad may 
be set up as desired, keeping within 
the limitations of the game scenario. 


The squad has ’sniper ability’ 
whereas the enemy unit does not. 
Also, the first four buildings are 
removed from play, and the 'Pillbox' 


አው. 


and ‘Minefield’ cards are changed to 
‘Cower’ cards. 


Begin by dealing a normal sized 
hand to yourself. At this point you 
may place terrain on your opponent, 
yourself, or on both. The AFV may 
not place terrain. Since it is the 
attacking force, the AFV plays first: 
One card from the Action Deck is 
flipped over. If the AFV can make a 
valid play on this card, then it lays 
as played. However, if a valid man- 
euver cannot be made by the АЕУ 
then it plays another card. Whether 
or not the AFV can do anything, its 
turn is over and the squad becomes 
the active player. The only possible 
actions for the AFV are: Movement, 
terrain placement, buttoning up, 
unbuttoning, sniper checks, and 
repair attempts. 


After the АКУ has completed its 
turn, you perform actions normally, 
and replenish your hand. The game 
continues in this fashion. The АҒУ 
performs actions according to specif- 
ic priorities as outlined in Move- 
ment Priorities. (Example: The 
АҒУ plays a ‘Movement Саға Side- 
ways’ so as to conduct an overrun 
attack. Two groups have been caught 
at Relative Range 5 (RR5). Which 
group does the AFV attack? The first 
priority for overrun attacks is to 


SOLITAIRE 
UP FRONT 


Flamethrower Defense Scenario 
by Andrew Fischer 


attack the group in the least 
favorable terrain for them. Both 
groups are in the same type of 
terrain, so you must go to priority 
number two which is to attack the 
group with the most pinned men. 
Neither group has anyone that is 
pinned, so another priority needs to 
be investigated. That is to attack the 
largest group. Since one group does 
contain more men than the other, the 
attack is established, and one needs 
look no further). 


CARDS DRAWN FOR 


THE AFV 
Disposition Number 
of AFV of Cards 
Normal Draw 2 
Moving squad 3 
АҒУ at RR5 to any group 3 


* 
If you are reduced to one group, you 
add one (1) to any of the above. 


NOTE: The above are not cumula- 
tive. 


MOVEMENT PRIORITIES 


1. Attempt to remove 'Bog' chit. 

2. Attempt to ford a stream. 

3. Overrun Attack * 

4. Move laterally so that AFV is 
adjacent to the largest group. 

5. Close to RR5.* 


*The order for these attacks are: 
Least favorable terrain for defender 
Most pinned men 
Largest group 
Lowest total morale 


FIRE PRIORITIES 


1. Flamethrower Attack 
a. Largest group. 
b. Lowest morale. 
c. Highest firepower. 


2. Machinegun Attack 
a. Least favorable terrain. 
b. Largest group. 
c. Lowest morale. 


TERRAIN PLACEMENT 


1. The АЕУ only places ‘Hill’ or 
‘Open Ground’ on itself. 


2. If a moving AFV does not 
draw an action card it can use, the 
last card drawn is placed оп the 
AFV and is considered ’Open 
Ground’. 


3. If an Overrun attack elimin- 
ates the last man in a group, the 
AFV captures the group’s terrain 
unless it is woods, wire, gully, 
stream, buildings,wall, or smoke. 


4. AFV always places ‘Stream’ 
on your moving group. 


5. AFV places ‘Wire’ on a group 
only if it is at RR4 or closed. 


6. AFV places ‘Marsh’ on mov- 
ing group if it is at ВВЗ or less. 


7. AFV places ‘Brush’ on moving 
group if it is RR2 or less. 


8. АЕУ places ‘Gully’ on moving 
group if it is unbuttoned, and it is at 
least at RR3. 


REJECTING TERRAIN 


The АЕУ always rejects ‘Marsh’, 
‘Woods’ and ‘Gully’ when placed 
upon it. It also rejects ‘Wall’ and 
‘Buildings’ at RR5, or less. 


BUTTONING UP 


1. The АҒУ buttons up, and does 
not draw any cards if it is at RR3, 
RR4, or RR5, and you have just 
attacked it with a fire strength of 4 
or greater. (Regardless of the out- 
come of the attack.) 


2. If a ‘Hero’ card is drawn, it 
may be saved for later use. In spite 
of the fact it is not played, this ends 
the AF V’s turn, and no other cards 
are drawn. The ‘Hero’ card should be 
saved to use at КК5 to unbutton to 
make use of a Firepower 11, 12, 13, 
or 14 card in a Flamethrower at- 
tack. Once used, the card is 
discarded. 


3. After unbuttoning, as per #2, 
the AFV buttons up again at the end 
of any turn in which it is unable to 
perform any other action. 


REPAIRS 


1. If the flamethrower malfunc- 
tions, the АҒУ” sole action is to 
attempt repairs. This goes on until 


2. If the machinegun malfunc- 
tions, but the flamethrower is still 
serviceable, then repairs on the 
machinegun are only attempted at 
the end of a turn where no other 
actions were possible. Use the RNC 
of the last card drawn for the repair 
attempt. 


3. If the machinegun malfunc- 
tions and the flamethrower has 
already been removed, than the sole 
action of the АЕУ is to repair it until 
it is either repaired or removed. 


SNIPER CHECKS 


1. If the black RNC needed to 
eliminate ‘Sniper’ capability is a 1 
or a 2, then a ‘Sniper Check’ is made 
as the sole action of the АЕУ for that 
turn. 


2. If the black RNC needed is 3 
or more, then a ‘Sniper Check’ is 
made only if no other action is 
possible. 


RANGE CHITS 


Do not readjust ‘Range Chits’. It 
is possible that at some time the 


squad will attempt to escape the 
ልሾሣ by advancing. 


Well, there you have it. Get 
those squads together, and wipe out 
the enemy. But be careful you don’t 
get burned in the attempt. 
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Croissant 
MINIATURES 


July 10, 1940, the Battle of France is over, and in the clear, summer skies over England, the Battle of Britain has 
begun. He-111's, JU-88's and. DO-17’s escorted by МЕ-109 в rise out of airbases in France and Germany and head for 
the English Coast. There, waiting to meet them are squadrons of British Hurricanes and Spitfires. The day is bright and 
warm, the foe is sighted, the Spitfires dive... 


Relive this battle and many others with your own sets of Croissant Miniatures airplanes. These 285th 
scale, single-piece metal planes are the finest detailed models on the market. 


For more information contact: 


u а. “outstanding and in all ways exceptional. 

Croissa nt Miniatu res They are extremely well researched and 
1 А exceptionally sculpted.” 

3671 Industry Ave., B-4, Lakewood, CA 90712 Review from The V.I.P. of Gaming Magazine 

orcall: (213) 424-2116 Circle Reader Service # 4 Sept./Oct. 1986 
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OMPLEAT 
TRATEGIST 


Adventure Game Headquarters 
Fantasy and Wargame Headquarters 


/ 


Please write for our free 32-раде catalog: 
The Compleat Strategist, Attn: Catalog Manager, 11 East 33 Street, NY, МУ 10016 
Toll Free for orders only: 1-800 225-4344, Amex/MC/Visa, $10 min. 


NY: 11 East 33 Street, New York City, NY 10016 (212) 685-3880 VA: 103 East Broad St., Falls Church, VA 22046 (703) 532-2477 МА: 201 Massachusetts Avenue, Boston, МА 02115 (617) 267-2451 
320 West 57 Street, New York City, NY 10019 (212) 582-1272 NJ: 215 Glenridge Avenue, Montclair, NJ 07042 (201) 744-6622 PA: 254 W. DeKalb Pike, King of Prussia, PA 19406 (215) 265-8562 
МО: 231 Park Avenue, Baltimore, MD 21201 (301) 752-1493 FL: 5406-8 Stirling Road, Davie, FL 33314 (305) 961-5660 201] Wolnut Street, Philadelphia, PA 19103 (215) 563-2960 


January 14-23, 1943, Casablanca Conference. Roosevelt, Chruchill, and the 
Combined Chiefs of Staff plot their future operations. The British are hoping for a 
compromise by agreeing to the U.S. exploitation of the Pacific initiative. In return 
they want the cross channel invasion postponed until 1944, and Sicily invaded. The 
Americans have other ideas. 

They are willing to “hold the line” against the Japanese in order to ship 
additional troops to the west. Further Mediterranean operations must be curtailed, 
and across channel invasion must be made in 1943. 

Day time sessions become late night sessions as the staffs argue and discuss. 
Finally, the United States delegation plays its trump card, and the British realize 
reluctantly that there can be no compromise. They relent. Roosevelt and Chruchill 
are photographed together, shaking hands and smiling. All appears well as they 
depart the conference and return to their respective countries to start the wheel in 
motion for... 


መህክሬጩ[ጨጡከ 1943 


A complete mega-variant with counters by Craig Christmann 
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. On June 6, 1944 the Allies invaded 
Hitler's Fortress Europa, leading 
to the liberation of France and the 
ultimate defeat of Nazi Germany. It 
has been suggested that the 
resources were available in 1943 to 
launch an invasion of France 
approximately one tear earlier. Had 
an invasion in 1943 met with 
success, the Allies could have 
avoided the costly Italian campaign 
and would have been left in control 
of most of the European continent, 
and in a far better position in 
relation to the Soviet Union in the 
post-war. world. Two proponents of 
this idea are Walter Scott Dunn 
(Second Front Nov....... -1943) and 
John Grigg (1943: The Victory That 
Never Was). Avalon Hill’s Fortress 
Europa, with modifications, 
provides an excellent test of their 
theories. 


Historians, politicians, and 
military experts from both Great 
Britain and the United States have 
always believed that a shortage of 
landing craft, specialized tanks, 
artificial harbors, and troops 
inexperienced in invasions preclu- 
ded an invasion of Europe as early 
as 1943. Further, it was believed 
that with the forces available to the 
Allies that the Wehrmacht was still 
invincible on the Continent, and the 
Atlantic Wall impenetrable. Omar 
N. Bradley, in his autobiographical 
work, А Soldier’s Story, said, 
“Although Roundup (the working 
name for the 1943 invasion of 
France) had not been formally 
abandoned, the diversion of Allied 
resources to North Africa had 
precluded the likelihood of a 
successful Channel invasion in 
1943.” Prime Minister Winston S. 
Churchill in The Grand Alliance 
maintained that Hitler’s extension 
of the North African campaign until 
May 1943 in Tunisia shelved the 
liberation of France for that year. 
He further pointed out shortages of 
landing craft, Mulberries, and the 
American soldiers “...would have 
led to a bloody defeat of the first 
magnitude, with unmeasureable 
reactions upon the result of the 
war”. Dunn and Grigg address each 
of these objections, and though the 
authors do not agree with all of their 
conclusions they decided to accept 
them in whole or in part. For 
example, Dunn asserts that 
American forces could have been 
diverted from the Pacific Theatre for 
Overlord 1943. After careful 
research the authors felt that only 
one U. S. infantry division (6th) 


could have been sent to France 
without compromising the Allied 
position inthe Pacific. Regarding 
coastal fortresses the authors 
conclude that in 1943 they were 
particularly vulnerable to an attack 
from the rear, a defect which Field 
Marshal Rommel had corrected Бу 
June 1944. The authors accepted 
fully the conclusions pertaining to 
landing craft, specialized tanks, and 
Mulberries (artificial harbors), thus 
maintaining the original Fortress 
Europa rules. Their contention was 
that these items were developed out 
of need, and therefore could have 
been made available a year earlier 
had that need existed. As an 
example, Winston Churchill had 
proposed artificial harbors as early 
as 1918. As far as lack of experience 
in the troops goes, it would have 
shown up most among the airborne 
forces, which had not participated in 
a mass drop prior to this time. For 
this reason, the authors modified 
the Paratrooper Drop Table for the 
initial invasion turn. The airborne 
landings on Sicily in 1943 were 
poorly executed in comparison to 
those in Normandy a year later due 
to a lack of familiarity with this 
type of operation. 


The order of battle was re- 
searched from several sources so as 
to achieve the best possible accur- 
acy. In some cases the authors took 
liberties with the historical move- 


ments of certain units: leaving the 
German 113th Infantry Division in 
France and moving the German 
181st Infantry Division to the 
Eastern Front in its place. Other 


German units which moved to the 
Balkans to replace the vacated 
Italian units now remain in France 
since the Italian units would have 
likely held their positions without 
an invasion of Italy by the Allies. 
Units which were never actually in 
combat would have been available 
for a 1943 invasion of France are 
now included (British 9th Armored 
Division). As we are assuming that 
there would be no Italian campaign, 
units from both sides which served 
in Italy are now available in France 
(German 181 Fallschirmjager Div- 
ision and the U. S. 85th Infantry 
Division). Another result of the 
elimination of the Italian campaign 
would be the continued presence of 
the Italian army as a German ally. 
It was felt that since there were 
Italian units in France in 1943 that 
they had to be included in this 
variant. The Italians had claimed 
portions of southern France and 
would not have been compelled to 
withdraw their units without an 
invasion of their homeland. How- 
ever, it was felt that the Italians 
would be able to read the 
handwriting on the wall and would 
retreat to Italy if the Germans were 
about to lose in France. To reflect 
this, a rule was added which 
requires the Italians to vacate 
France if Paris and Marseilles fall 
to the Allies. 


A point stressed by Grigg is the 
failure on the part of the Allies to 
make full use of the French army. 
An invasion of France in 1943 
would have enabled the Allies to 
involve more French units. For this 
reason, French reinforcements have 
been increased. A second French 
partisan unit has also been added 
for the same reason. 


Great Britain and the Common- 
wealth would have provided the 
majority of the troops for a 1943 
invasion since there were not 
enough American troops available. 
For this reason it was decided that 
the Supreme Commander would 
have been British. The most obvious 
choice being Louis Mountbatten. 
Although quite young at that time, 
he was experienced in land, naval, 
and air warfare combined opera- 
tions. He was also an excellent 
handler of egos and would have been 
able to head off any serious 
personality conflicts. The remainder 
of the postulated command 
structure can be seen in the 
accompanying Allied Command 
Structure chart. 
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ALLIED UNITS 


4 


UNITED STATES; 12th Army Group H.Q., Eisenhower (1-0), 1st Army H.Q. Bradley (1-4), 3rd Army H.Q. Hodges 
(1-4), Patton (1-5), 6 Inf. Div. (6-4) (3-3), 34 Inf. Div. (5-4) (2-3), 85 Inf. Div. (5-4) (2-3), 88 Inf. Div. (5-4) (2-3), 91 Inf. 
Div. (5-4) (2-3), 1 Arm. Div. (9-6) (4-6), 1 Ranger Bn. (1-4), 4 Ranger Bn. (1-4), 5 Ranger Bn. (1-4). 

BRITISH; SHAEF H.Q. Montbatten (1-4), 21st Army Group H.Q. Alexander (1-4), 8th Army H.Q. Montgomery (1-5), 
1 Inf. Div. (6-4) (3-3), 4 Inf. Div.(6-4) (3-3), 55 Inf. Div. (5-4) (2-3), 56 Inf. Div. (6-4) (3-3), 61 Inf. Div. (5-4) (2-3), 78 Inf. 
Div. (6-4) (3-3), 6 Arm. Div. (6-6) (4-6), 10 Arm. Div. (6-6) (4-6), 201 Guards Inf. Bde. (2-4), 231 Inf. Bde. (2-4), 7 Arm. 
Bde. (3-6), 21 Arm. Bde. (3-6), 23 Arm. Bde. (3-6), 25 Arm. Bde. (3-6), 35 Arm. Bde. (3-6). 

INDIAN: 4 Mtn. Inf. Div. (6-4) (3-4), 8 Inf. Div. (5-4) (2-3), 10 Inf. Div. (5-4) (2-3). 

NEW ZEALAND: 2 Mech. Inf. Div. (8-6) 94-5). ° 

SOUTH AFRICAN: 6 Arm. Div. (6-6) (4-6). 


FRENCH: 7 Mech Inf. Div. (4-5) (2-5), 11 Inf. Dav. (5-4) (2-3), 1 Partisan counter. 


POLISH: 2 Inf. Div. (4-4) (2-3), 3 Inf. Div. (4-4) (2-3), 5 Inf. Div. (4-4) (2-3), 2 Arm. Bde. (3-6). 


12 


AXIS UNITS 


ITALIAN: 4th Army H.Q. Vercellini (1-2), 5 'Pusteria' Mtn. Inf. Div. (2-4), 6 ‘Alpi Graie’ Mtn. Inf. Div. (2-4), 7 'Lupi 
di Toscana’ Inf. Div. (1-3), 47 ‘Bari’ Inf. Div. (2-3), 48 ‘Taro’ Inf. Div. (2-3), 58 'Legnano' Inf. Div. (2-3), 223 Coastal Inf. 
Div. (1-2), 224 Coastal Inf. Div. (1-2), 132 ‘Ariete’ Arm. Div. (2-5). 


GERMAN: 14 Army H.Q. Von Mackenson (1-3) Lemelson (1-3), 5 Mtn. Inf. Div. (5-4) (2-4), 44 Inf. Div. ((6-3) (3-3), 65 
Inf. Div. (4-3) (2-3), 71 Inf. Div. (4-3) (2-3), 76 Inf. Div. (5-3) (2-3), 92 Inf. Div. (3-3) (1-3), 94 Inf. Div. (4-3) (2-3), 113 
Inf. Div. (3-3) (1-3), 188 Inf. Div. (3-3) (1-3), 264 Inf. Div. (4-3) (2-3), 278 Inf. Div. (3-3) (1-3), 297 Inf. Div. (4-3) (2-3), 
305 Inf. Div. (4-3) (2-3), 334 Inf. Div. (4-3) (2-3), 349 Inf. Div. (3-3) (1-3), 355 Inf. Div. (4-3) (2-3), 356 Inf. Div. (4-3) (2- 
3), 362 Inf Div. (3-3) (1-3), 367 Inf. Div. (3-3) (1-3), 371 Inf. Div. (4-3) (2-3), 376 Inf. Div. (4-3) (2-3), 384 Inf. Div. (4-3) 
(2-3), 389 Inf. Div. (4-3) (2-3), 715 Mont. Inf. Div. (4-5) (2-5), 709 Stat. Inf. Div. (6-0) (2-3), 715 Stat. Inf. Div. (8-0) (3- 
3), 156 Training Div. (1-2), 171 Training Div. (1-2), 189 Training Div. (1-2), 191 Training Div. (1-2), 462 Training 
Div. (1-2), 15 Panzergrenadier Div. (7-5) (4-5), 29 Panzergrenadier Div. (5-5) (3-5), 60 Pan- zergrenadier Div. (5-5) (3- 
5), 90 Panzergrenadier Div. (5-5) (3-5), 14 Panzer Div. (6-6) (4-6), 16 Panzer Div. (6-6) (4-6), 24 Panzer Div. (7-6) (4-6), 
25 Panzer Div. (7-6) (4-6), 26 Panzer Div. (7-6) (4-6), ‘Herman Goring’ Panzer Div. (9-7) (5-7), 1 Fallschirmjager Div. 
(7-4) (3-4), 11 SS Panzergrenadier Div. (6-5) (4-5), 13 SS Mtn. Inf. Div. (2-4), 16 SS Panzergrenadier Div. (6-5) (4-5), 
20 Mech. Inf. Bde. (2-4) 309 ‘Lehr’ Panzergrenadier Regt. (2-5), 508 Tiger Bn. (2-5), 505 Panzer Bn. (1-6). 


August 1, 1943 
August 4 
September 1 


September 2 
October 1 
October 3 
November 1 + 
November 3 
November 4 
December 1 
December 2 
December 3 
December 4 
January 1, 1944 


January 4 
February 1 


February 2 
February 3 
February 4 
March 2 


March 3 
April 1 
April 2 


April 3 


Мау 1 
May3 

May 4 
June 1 


13 
ALLIED REINFORCEMENTS 


(A) Br. 46 Inf. Div. (6-4), U.S. 36 Inf. Div. (5-4). 

(A) Br. 4 Arm. Bde. (3-6). 

(E) Br. 33 Arm. Bde. (3-6), U.S. 12th Army Grp.H.Q. (1-4), U.S. 1st Army H.Q. (1-4), U.S. 3 
Arm. Div. (8-6), U.S. 101 Airborne Div. (5-4). 

(A) Br. 56 Inf. Div. (6-4), Br. 23 Arm. Bde. (3-6), Br. 201 Guards Inf. Bde. (2-4), U.S. 34 Inf. Div. (5- 
4). ADD One U.S. TAC Counter. 

(A) Br. 7 Arm. Div. (6-6), Indian 8 Inf. Div. (5-4). 

(А) New Zealand 2 Mech. Inf. Div. (8-6). 

(E) U.S. 2 Inf. Div. (6-4), U.S. 28 Inf. Div. (6-4), U.S. 6 Arm. Cav. Regt. (2-7). 

(A) U.S. 1 Arm. Div. (8-6). 

(К) U.S. 1SSF Regt. (2-4). 

(A) French Moroccan Inf. Div. (5-4). 

(A) Br. 1 Inf. Div. (6-4), Fr. 1 Arm. Div. (5-6). 

(E) U.S. 8 Inf. Div. (6-4), U.S. 507 Para. Regt. (2-4) (A) Ind. 4 Mtn. Inf. Div. (6-4). 

(E) U.S. 88 Inf. Div. (5-4). (A) Fr. 3 Algerian Inf. Div. (4-4). 

(A) Fr. 9 Colonial Inf. Div. (5-4), Polish 3 ‘Carpathian’ Inf. Div. (4-4). 

(E) U.S. 4 Arm. Div. (6-6), U.S. 85 Inf. Div. (5-4), U.S. 4 Arm. Cav. Regt. (2-7), U.S. 501 Para. regt. 
(2-4), U.S. 504 Para. regt. (2-4). ADD One U.S. SAC Counter. 

(E) U.S. 4 Inf. Div. (6-4), U.S. 30 Inf. Div. (6-4). 

(E) U.S. 113 Arm. Cav. Regt. (2-7) (A) Polish 5 'Kreskowa' Inf. Div. (4-4), Polish 2 Arm. Bde. (3- 
6). 

(A) Fr. 4 Mor. Mtn. Inf. Div. (4-5). 

(A) Br. 4 Inf. Div. (6-4). 

(E) U.S. 3rd Army H.Q. (1-4), U.S. 5 Arm. Div. (7-6), U.S. 6 Arm. Div, (6-6). 

(E) U.S. 15 Arm. Cav. Regt. (2-7), U.S. 106 Arm. Cav. Regt. (2-7). 

(A) Br. 6 Arm. Div. (6-6). 

(A) Fr. 1 Mech. Inf. Div. (4-5). 

(E) U.S. 90 Inf. Div. (6-4), U.S. 5 Ranger Bn. (1-4) (А) 10 Ind. Inf. Div. (5-4). 

(A) Br. 25 Arm. Bde. (3-6), Fr. 1st Army H.Q. (1-4), Fr. 7 Mech. Inf. Div. (4-5), Fr. 11 Inf. Div. (5- 
4), (WD:1 French Partisan). 

(E) U.S. 79 Inf. Div. (5-4), U.S. 83 Inf. Div. (6-4), U.S. 91 Inf. Div. (5-4), U.S. 2 Arm. Cav. Regt. (2- 
7), U.S. 2 Ramger Bn. (1-4) 

(A) South African 6 Arm. Div. (6-6). 

(A) Br. 10 Arm. Div. (6-6), Br. 7 Arm. Bde. (8-6), Br. 21 Arm. Bde. (3-6). 

(E) Br. 55 Inf. Div. (5-4) (A) Fr. 2 Arm. Div. (6-6). 

(E) U.S. 35 Inf. Div. (6-4), U.S. 517 Para. Regt. (2-4) (WD: Br. 61 Inf. Div). 

(E) Polish 1 Arm. Div. (7-6), U.S. 6th Army Group H.Q. (1-4), U.S. 3 Arm. Cav. Regt. (2-7). 


(E) - These units must appear in England. 
(A) - These units must appear in Africa. 
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American Replacements: (July 3, 
1943 - March 4, 1944) 2(1) / turn. 
(April 1, 1944 - June 1, 1944) 3(1) / 
turn. 


Allied Special Replacements: 
(July 1943 - June 1944) 1 ranger, 
paratrooper, or commando/ month. 


2. Military Districts and Ger- 
man Setup: The Military Districts 
in Overlord 1943 are identical to 
those in Fortress Europa. Italian 
units which begin the game in the 
19th Army Military District are 
frozen along with German units and 
are released in the same manner as 
the German units. German and 
Italian units which are frozen in 
any of the five Military Districts are 
released on the August 4, 1943 turn. 
This is a change of rule 9.1-B. The 
remainder of rule 9.1 remains in 
effect; frozen German and Italian 
units are released in the same 
manner as in Fortress Europa. 


German and Italian units which 
are assigned to a specific Military 
District must set up in that Military 
District. These units remain frozen 
until released by one of the methods 
listed in rule 9.1. Units which set 
up in a specific city (i.e. Paris, 
Toulouse, Grenoble, Nimes, Nancy, 
or Clermont) as well as those units 
which may set up anywhere in The 
Netherlands, Belgium, or France 
are not frozen under rule 9.1, and 
are free to move. These units should 
have a ‘Can Move’ marker placed 
on them to remind the German 
player. 


Certain German units begin the 
game hidden. One Panzer Division 
of the 7th Army Military District 
and one Panzer Division in the 15th 
Army Military District begin the 
game hidden. The German player 
has the choice as to which Panzer 
Division is hidden in each of these 
two Military Districts. In addition, 
five of the units which begin the 
game in France, or The Netherlands 
or Belgium must be hidden. The 
German player has no choice as to 
which of these units are to be 
hidden. 


3. Reinforcements: 

A new reinforcement chart is 
provided which indicates when and 
where reinforcements arrive. 


Allied reinforcements appear 
either in Africa or England. These 
units must be placed in the designa- 
ted locations on the turn of arrival. 


They may be moved by sea on the 
turn of arrival. 


The three French units which 
comprise the Paris Garrison still 
appear in that city on the turn 
following the occupation by Allied 
units. However, they may not ap- 
pear before the September 1, 1943 
turn. This is a change of rule 26.5. 


Italian reinforcements appear 
in either Genova or Torino. If both 
of these cities are occupied by Allied 
units no Italian reinforcements may 
be received on that game turn. If the 
German player later recaptures 
either of these two cities he may 
bring in any delayed Italian rein- 
forcements on his next turn. NOTE: 
In bringing in these forces stacking 
limitations must be considered at all 
times. 


4, Italian Withdrawal: 

Once Paris and Marseilles have 
been occupied by Allied units all 
Italian units must retreat from 
France to Italy. They must move as 
directly, and as quickly to Italy. 
They may engage in combat while 
still in France if their path into 
Italy is blocked by Allied units. 
Retreating Italian units must be 
moved by rail if the German player 
has any rail movements available. 


As long as there are Italian units in ' 


France they must be moved by rail if 
possible. German units may not be 
moved by rail until all Italian units 
(excluding the 4th Army HQ) have 
been moved to Italy. If the rail line 
into Italy is blocked by Allied units 
(including partisans) Italian units 
do not have to be retreated by rail 
and the Germans may use the rail 
movement. 


5. Upgrading Units: 

Certain German units are 
upgraded during the course of play 
as indicated in the reinforcement 
chart. On the August 1, 1943 turn 
the German 709th Static Infantry 
Division is upgraded from a (6-0) 
to an (8-0). If this unit has been 
moved, and thus reverted to its 
mobile side (the mobile side of a 
counter is the side with a movement 
allowance greater than zero) it is 
replaced with the mobile side of the 
new counter. 


On the December 3, 1943 turn 
three German Training Divisions 
(the 156th, 171st, and the 19150) 
are upgraded to Static Infantry 
Divisions (the 47th, 48th, and the 
49th). In order for these units to be 
replaced by the (5-0) static side of 


the new counters, they must have 
been set up on coastal hexes and 
may not have been moved. If these 
Training Divisions were not set up 
in coastal hexes, or were moved at 
any time prior to the December 3, 
1943 turn they are replaced by the 
mobile side of the new counters. On 
the January 2, 1944 turn the 
715th Static Infantry Division is 
upgraded to the 715th Motorized 
Infantry Division. This unit enters 
the game at full strength (4-5) even 
if the 715th Static Infantry Divi- 
sion has been moved and thus 
inverted to its mobile side. 


4. Paratroopers: 

The Allies held the opinion that 
an airborne operation was essential, 
no matter what the cost, if the 1944 
invasion of France was to be 
success- ful. It is felt that the same 
decision would have been made in 
1943, even with the increased risks. 
For the reasons given earlier, Allied 
paratroopers which are dropped 
during the first turn of Overlord 
1943 are penalized. These units 
must use the ‘Non-Clear Terrain*’ 
column of the Paratrooper Drop 
Table, regardless of the actual 
terrain in the drop hex. The Allied 
player must make a paratrooper 
drop of at least two units on the 
first turn of the game (July 2, 
1943). Due to the lack of transport 
aircraft, only two airborne units 
may be used in this first-turn 
paratrooper drop. If the Allied 
player decided to invade Southern 
France on the first turn, the 
paratrooper drop can only consist of 
one unit. Paratroopers dropped 
after July 2, 1943 are no longer 
penalized, and these drops may 
contain up to three units. The 
Allied player may make up to five 
paratrooper drops per game. 


The German player may 
make two paratrooper drops per 
game. One unit per drop. He may 
airlift two units per game as per 
rule 20.11. However, the German 
player may not use either of these 
airlifts, or drop paratroopers until 
the September 1, 1943 turn. The 
German player may make an 
additional airlift on the first turn 
(July 2, 1943). The 181 Fallschirm- 
jager Division may be airlifted 
from Nimes (hex L30) during the 
July 2, 1943 turn as long as it is 
airlifted to a city not in an enemy 
zone of control. Only this division 
may use this special movement, and 
may only do so on the first turn of 
the game. The Germans were able to 
airlift this division in response to 


the invasion of Sicily and should 
have been able to do the same in the 
event of an invasion of France. How- 
ever, the strain placed on the 
German transports was so severe 
that no further operations were 
possible until September of 1943. 
Thus, the restrictions on the 
German player. 


7. Commandoes & Rangers: 

Without a large commitment in 
Italy more resources would have 
been available for France in 1943. 
Therefore, the Allied player may 
make three raids per game. This is a 
change to rulé 21.2. All other rules 
in section 21 still apply. 


8. Naval Units: 

With Italy still in the war, the 
Italian navy would have been able 
to intercept shipping in the Medi- 
terranean. Some British warships 
would have been sent to the Medi- 
terranean to keep the shipping 
lanes open. To reflect this, the 
Allied player has only three naval 
units (one British; two U. S.). Naval 
forces were withdrawn in 1944 to be 
sent to the Pacific. Therefore, these 
three naval units are available to 
the Allied player for the entire 
game. For Overlord 1943 ignore 
rule 19.8. 


9. Aircraft & Air Missions: 

Great Britain had roughly the 
same numbers of aircraft available 
in 1943 as in 1944. The U. 5. on the 
other hand, had considerably fewer 
aircraft available in 1943. To reflect 
the reduced numbers of aircraft that 
were available because of this, the 
Allied player begins the game with 
only nine aircraft (three SAC and 
six TAC) available each turn. 
Beginning on the September 1, 1943 
turn. The Allied player has four 
SAC units and seven TAC units 
available each turn beginning with 
the January 1, 1944 turn. 


German V-1 sites in France did 
not become active until 1944. There- 
fore, the Allied player doesn’t have 
to allocate any aircraft to the V-1 
Site Attack mission, and British 
replacements may not be reduced in 
any manner. However, if all V-1 
sites have not been occupied by the 
end of the December 4, 1943 turn, 
the Allied player then must allocate 
aircraft to the V-1 Site Attack 
mission commencing with the Janu- 
ary 1, 1944 turn in order to keep 
receiving full British replacements. 


On turns when the weather is 
not ‘clear’, from July 2 to October 4, 


the Allied player has only one SAC 
aircraft available. This is a change 
of rule 17.1. 


Although the Germans had 
about the same numbers of aircraft 
available in 1943 as they did in 
1944, their fuel reserves were far 
greater and they had not suffered as 
many critical personnel losses in 
1943. As a result, they would have 
been able to fly more missions with 
the same number of aircraft. To 
reflect this, the German player has 
more aircraft available for Overlord 
1943 than in Fortress Europa. The 
new numbers are listed in the new 
German TAC Availability Chart. 
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coastal fortifications. 


German units in coastal 
fortresses continue to have their 
combat strengths doubled on 
defense. However, if German units 
in fortresses are attacked from the 
landward side or are attacking 
out of a fortress, and the combat 
results table calls for a retreat of 
the units in the fortress, those units 
must either retreat or each unit 
must suffer a one-step loss. 


This rule applies if the fortress 
is being attacked in conjunction 
with an invasion, or if it is being 
attacked only from the landward 


German TAC Availability Chart 


July -- 6 (4) 
August -- 12 (7) 


September -- 7 (4) 
October -- 7 (4) 
November -- 7 (4) 
December -- 10 (8) 


10. Flooded Terrain: 

In 1943 the flooded terrain on 
the Fortress Europa map has not 
yet been flooded, however, the 
Germans could easily have flooded 
these areas in response to an 
invasion. To reflect this, consider all 
flooded terrain hexes to be clear 
terrain at the start of the game. 
Optional rule 31.6, which allows 
the German player to flood these 
areas. 


11. Coastal Fortifications & 
Ports: When Field Marshal Erwin 
Rommel took command of German 
forces in France early in 1944, he 
found that Hitler’s Atlantic Wall 
was far from sufficient. His major 
concern was that the coastal 
fortifications were poorly prepared 
for an attack from the landward 
side. His opinion was that an 
airborne landing would be able to 
flank these positions with ease. By 
the time of the Normandy landings 
these fortifications had been 
improved to the point where some 
were able to hold out until the end of 
the war in Europe. The following 
rule change is made to reflect the 
reduced effectiveness of these 


January -- 12 (10) 
February -- 12 (10) 
March -- 6 (4) 
April -- 6 (4) 

May -- 6 (4) 

June -- 6 (4) 


side. The only time German units in 
coastal fortresses receive the full 
benefit of the fortress is when 
Allied units are invading the 
fortress hex and no other units 
are participating. This rule only 
effects coastal fortresses. Inland 
fortresses (Metz, Aachen, GG13, 
etc.) retain their full effectiveness. 


In early 1944 many port 
facilities had not been prepared for 
demolition. To reflect this, when the 
Allied player captures a port, roll 
the die with a roll of six reducing the 
SC by half (round down). This is a 
change of rule 18.7.8. 


12. Invasions & Sea Move- 
ment: The game begins with the 
July 2, 1943 turn and the initial 
invasion must be made on this turn. 
The weather on July 2 is 
automatically ‘Clear’. The U. S. 1st 
Infantry Division and the British 
231st Infantry Brigade both begin 
the game ‘at sea’ and must invade 
on the first impulse of the first turn. 
These two units must be included in 
the initial invasion no matter where 
it occurs. The British 79th Armored 
Division still adds two to the combat 


— н 


July 2, 1943 


July 8 
July 4 
August 1 


August 2 
August 3 
August 4 
September 1 
October 1 
October 2 
October 3 
October 4 
November 1 


November 2 
December 1 


December 2 
December 3 


January 1, 1944 
January 2 


January 3 
January 4 
February 2 


March 1 
March 3 
March 4 
April 1 


April 4 
Мау 1 
Мау 2 
Мау 4 
June 1 


GERMAN REINFORCEMENTS 


Army Group В” H.Q. Rommel (1-6), 1155 Panzergrenadier Div. (6-5), 16 Panzer Div. (6-6), 71 Inf. 
Div. (4-3). 

3 Panzergrenadier Div. (5-5), It. 132 ‘Ariete’ Arm. Div. (2-5). 

90 Panzergrenadier Div. (5-5). 

155 Panzer Div. (9-7), 242 Inf. (3-3), 709 Static Inf. Div. (6-0), 709 Static Inf. Div. (8-8), It. ‘Bari’ 
Inf. Div. (2-3). 

‘HG’ Panzer Div. (9-7). 

25 Panzer Div. (7-6). 

15 Panzergrenadier Div. (7-5). 

1355 Mtn. Div. (2-4), 29 Panzergrenadier Div. (5-5), 297 Inf. Div. (4-3). 

243 Inf. Div. (2-3). 

244 Inf. Div. (2-3), 245 Inf. Div. (2-3). 

17SS Panzergrenadier Div. (4-5); (WD: 14 Panzer Div., 389 Inf. Div.). 

349 Inf. Div. (3-3). 

PGW H.Q. Von Geyr (1-2), 352 Inf. Div. (5-3), 353 Inf. Div. (5-3); (WD: 25 Panzer Div., 2 
Fallschirmjager Div.) i 

14th Army H.Q. Von Mackenson (1-3), 5 Mtn. Inf. Div. (5-4), 188 Inf. Div. (3-3), 362 Inf. Div. (3-3); 
(WD: 1SS Panzer Div., 24 Panzer Div., 76 Inf. Div.). 

1655 Panzergrenadier Div. (6-5), 3 Fallschirmjager Div. (6-4), 367 Inf. Div. (3-3), 11 Luftwaffe 
A/G Bde. (2-6); (WD: 16 Panzer Div., 376 Inf. Div., 384 Inf. Div.). 

(WD: It. 7 'Lupi di Toscana’ Inf. Div.) 

156 Training Div. (1-2), 47 Static Inf. Div. (5-0), 171 Training Div. (1-2), 48 Static Inf. Div. (5-0), 
191 Training Div. (1-2), 49 Static Inf. Div. (5-0). 

271 Inf. Div. (3-3), 272 Inf. Div. (2-3), 275 Inf. Div. (2-3), 276 Inf. Div. (2-3), 277 Inf. Div. (2-3), 278 
Inf. Div. (3-3),. 

42 Inf. Div. (3-4), 715 Static Inf. Div. (8-0), 715 Mot. Inf. Div. (4-5); (WD: 1155 Panzergrenadier 
Div.) 

309 Lehr Panzergrenadier Regt. (2-5), 508 Tiger Bn. (2-5). 

77 Inf. Div. (4-3); (WD: 1386 Mtn. Div.) 

Panzer Lehr Div. (8-6), 2 Panzer Div. (7-6), VD H.Q. Div. (1-2); (WD: 9SS Panzer Div., 10SS 
Panzer Div., It. 132 ‘Ariete’ Arm. Div.) 

84 Inf. Div. (4-3). 

85 Inf. Div. (4-3), 91 Inf. Div. (4-3). 

5 Fallschirmjager Div. (2-4), 92 Inf. Div. (3-3). 
Army Group 'G' H.Q. Blaskowitz (1-3), 331 Inf. Div. (4-3), 136 H.Q. Div. (1-2); (WD: 367 Inf. Div., 
349 Inf. Div .). 

255 Panzer Div. (8-7), 19 Panzer Div. (4-6), 2 Fallschirmjager Div. (3-4). 

9 Panzer Div. (6-6), 11 Panzer Div. (6-6), 116 Panzer Div. (7-6), 13 Luftwaffe A/G Bde. (2-6). 

155 Panzer Div. (9-7), 6 Fallschirrmjager Div. (2-4), 100 Panzer Bde. (2-6). 

25 Panzergrenadier Div. (3-5), 34 Inf. Div. (3-3), 101SS Tiger Bn. (3-5), 102SS Tiger Bn. (2-5). 

89 Inf, Div. (4-3). 


ዓ 
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ALLIED ORDER OF BATTLE 
EUROPEAN THEATRE, JULY 14, 1943 


In England: SHAEF H.Q. (1-4), 21st Army Group H.Q. (1-4), Br. 2nd Army H.Q. (1-4), Br. Guards Arm. Div. (8-6), 
Br. 9 Arm. Div. (6-6), Br. 11 Arm. Div. (7-6), Br. 79 Arm. Div. (4-6), Br. 3 Inf. Div. (6-4), Br. 15 Inf. Div. (5-4), Br. 43 
Inf. Div. (6-4), Br. 49 Inf. Div. (6-4), Br. 52 Mtn. Inf. Div. (6-4), Br. 53 Inf. Div. (6-4), Br. 59 Inf. Div. (5-4), Br. 61 Inf. 
Div. (5-4), Br. 1 Airborne Div. (5-4), Br. 6 Airborne Div. (5-4), Br. 6 Guards Arm. Bde. (3-6), Br. 27 Arm. Bde. (3-6),Br. 
31 Arm. Bde. (3-6), Br. 34 Arm. Bde. (3-6), Br. 35 Arm. Bde. (3-6), Br. 56 Inf. Bde. (2-4), Br. 1 Commando Bde. (2-4), 
Br. 4 Commando Bde. | 

(2-4), Canadian 1st Army H.Q. (1-4), Cdn. 4 Arm. Div. (8-6), Cdn. 5 Arm. Div. (7-6), Cdn. 1 Inf. Div. (6-4), Cdn. 2 Inf. 
Div. (6-4), Cdn. 3 Inf. Div. (6-4), Cdn. 1 Aem. Bde. (3-6), Cdn. 2 Arm. Bde. (3-6), Polish 2 Inf. Div. (4-4), Polish 1 
Airborne Bde. (2-4), Czechoslovakian Arm. Bde. (2-6), Belgian 1 Inf. Bde. (2-4), Netherlands 'Royal' Inf. Bde. (2-4), 
United States 2 Arm. Div. (8-6), U.S. 5 Inf. Div. (6-4), U.S. 6 Inf. Div. (6-4), U.S. 29 Inf. Div. (6-4), U.S. 45 Inf. Div. (5- 
4), U.S, 82 Airborne Div. (5-4), U.S. 102 Arm. Cav. Regt. (2-7), U.S. Ranger Bn. (1-4), U.S. 3 Ranger Bn. (1-4). 

In Africa: br. 8th Army H.Q. (1-5), Br. 5 Inf. Div. (5-4), Br. 50 Inf. Div. (6-4), Br. 51 Inf. Div. (6-4), Br. 78 Inf. Div. (6- 
4), Br. 8 Arm. Bde. (3-6), Br. 2 Airborne Bde. (2-4), U.S. 7th Army H.Q. (1-5), U.S. 3 Inf. Div. (5-4), U.S. 9 Inf. Div. (6- 
4), U.S. 4 Ranger Bn. (1-4). 

At Sea: U.S. 1 Inf. Div. (6-4)**, Br. 231 Inf. Bde. (2-4)**. 

** These two units must land on the first impulse of the first invasion. 


GERMAN ARMY ORDER OF BATTLE 
FRANCE, JULY 14, 1943 


Ist Army Military District: 1st Army H.Q. (1-3), 334 Inf. Div. (2-3), 344 Static Inf. Div. (5-0), 708 Static Inf. Div. (6- 
0), 158 training Div. (1-2). 

7th Army Military District: 7th Army H.Q. (1-3), 76 Inf. Div. (5-3), 94 Inf. Div. (4-3), 113 Inf. Div. (3-3), 371 Inf. Div. 
(2-3), 389 Inf. Div. (2-3), 14 Panzer Div. (4-6), 21 Panzer Div. (7-6), 24 Panzer Div. (7-6), 26 Panzer Div. (7-6), 265 
Static Inf. Div. (6-0), 266 Static Inf. Div. (6-0), 319 Static Inf. Div. (8-0), 343 Static Inf. Div. (6-0), 346 Static Inf. Div. 
(6-0), 709 Static Inf. Div. (6-0), 716 Static Inf. Div. (6-0), 20 Mech. Bde. (2-4). 

19th Army Military District: 19th Army H.Q. (1-3), 2 Fallschirmjager Div. (3-4),6/2 Fallschirmjager Regt. (2-4), 60 
Panzergrenadier Div. (5-5), 326 Static Inf. Div. (6-0), 338 Static Inf. Div. (7-0), 715 Static Inf. Div. (8-0), Italian 4th 
Army H.Q. (1-3), It. 5 ‘Pusteria’ Mtn. Inf. Div. (2-4), It. 6 ‘Alpi Graie’ Mtn. Inf. Div. (2-4), It. 7 'Lupi di Toscana’ Inf. 
Div. (1-3)’ It. 48 ‘Taro’ Inf. Div. (2-3), It. 58 ‘Legano’ Inf. Div. (2-3), It. 223 Coastal Inf. Div. (1-2), It. 224 Coastal Inf. 
Div. (1-2). 

Paris (R11): OBW H.Q. (1-4), 325 Security Div. (2-3). 

Toulouse (D26): 148 Training Div. (1-2). 

Grenoble (528): 157 Training Div. (1-2) 

The Netherlands Military District: 88th Corps H.Q. (1-3), 16 Luftwaffe Field Div. (5-0), 19 Luftwaffe Field Div. (3- 
3), 65 Inf. Div. (4-3), 876 Inf. Div. (4-3), 376 Inf. Div. (4-3), 719 Inf. Div. (4-3), 347 Static Inf. Div. (6-0), 165 Training 
Div. (1-2). 

15th Army Military District: * 15th Army H.Q. (1-3), 17 Luftwaffa Field Div. (5-0), 18 Luftwaffe Field Div. (5-0), 
264 Inf. Div. (4-3), 384 Inf. Div. (2-3), 9 SS Panzer Div. (8-7), 12 SS Panzer Div. (4-7), 348 Static Inf. Div. (6-0), 711 
Static Inf. Div. (6-0), 712 Static Inf. Div. (6-0), 156 training Div. (1-2), 171 Training Div. (1-2), 182 Training Div. (1-2), 
191 training Div. (1-2). 

Clermont (M22): 159 Training Div. (1-2), 189 Training Div. (1-2). 

Nancy (BB16): 462 Training Div. (1-2). 

Nimes (L30): 1 Fallschirmjager Div. (7-4). 

France, Belgium, or The Netherlands: 44 Inf. Div. (6-3)**, 305 Inf. Div. (4-3)**, 355 Inf. Div. 

(4-3)**, 356 Inf. Div. (4-3)**, 10 SS Panzer Div. (8-7)**, 30 Mech Bde. (2-4), 505 Panzer Bn. (1-6). 


* One Panzer Div. may begin the game hidden in each of these two districts. 
** These five units must begin the game hidden. 
Italian units must begin the game in France; hex rows O-T inclusive. 


The situation in the Mediter- 
ranian would have enabled the 
British to capture Pantellaria in 
June of 1943, as they actually did. 
This operation required only about a 


division and would have served to . 


keep the Germans guessing about 
true Allied intentions as well as 
keeping open the supply lanes 
through the Mediterranean. The 
reduction of the invasion capacity 
for the Mediterranean coast of 
southern France is a change that 
had to be made. The threat of the 
Italian navy would be a major 
consideration*to an Allied invasion 
of the south of France, requiring 
more escort vessels and less direct 
convoy routes. With Italy still in the 
war as an ally of Germany, the 
Italian ports would obviously not be 
available as embarkation points for 
Allied troops. These factors would 
mean that the Allies would have to 
transport troops from either 
Eingland or Africa to reach southern 
France (thus, the reduction) making 
this invasion capacity equivalent to 
that ofthe Bay of Biscay. 

The timing of the invasion was 
set for July 14, 1943 for a number of 
reasons. Dunn contends that an 
invasion could have occurred as 
early as April and as late as 
September. The Allies did not have 
enough troops for an invasion 
earlier than July of that year, and a 
later invasion would have had to 
contend with increased German 
reinforcements as well as poorer 
weather. The weather was also a 
consideration for an earlier invasion 
since the conditions in northwestern 
Europe did not clear until the 
second week of July 1943. The 
Allied invasion of Sicily was 
launched in early July, just after 
the Germans began their massive 
Kursk offensive on the Eastern 
Front. It would seem likely that the 
Allies, through Ultra, had some 
prior knowledge that the Germans 
were going to launch a huge often- 
sive; the Russians certainly knew it 
was coming. Once the Germans had 
committed their forces a shift from 
east to west would have been 
difficult, if not impossible. An 
invasion at this time would mean 
that German reinforcements could 
not be drawn from the east for a long 
time. The final reason for choosing 
this time period is that an invasion 
on Bastille Day would have 
саде a great morale boost to the 

rench. 


This variant illustrates that a 
1943 invasion was a military 
possibility even if it were precluded 


by political situations. American 
planners had decided that a cross 
channel invasion was the best and 

uickest way to defeat Nazi 
ans However, when the 
invasion of North Africa became a 
reality they assumed that the 
British had given up on a 1943 
invasion. This led to the diversion of 
American resources to the Pacific 
and ended any chance for a 1943 
invasion of France. It wasn’t until 
the American forces constituted the 
bulk of the Allied armies and the 
British were compelled to accept 
American doctrine that the invasion 
of France became a priority. 


RULES ADDITIONS 
AND CHANGES 


These are additions and changes 
to the Fortress Europa rules. 
Consider all the original Fortress 
Europa rules to be in effect unless 
specifically stated otherwise. A brief 
explanation has been included where 
necessary. 


1. Unit Counters, Supply and 
Replacements: 

A number of additional units 
are needed to play Overlord 1943. A 
list of these units is provided. Units 
from a number of countries not 
represented in Fortress Кигора 
are included in Overlord 1943. 
These countries are: India, Italy, 
New Zealand, and South Africa. 
Italian units are controlled by the 
German player while all the others 
are controlled by the Allied player. 


Italian units must set up in the 
19th Army District in hex rows O 
through T inclusive. These units 
must remain in the 19th Army 
District and/or Italy for the entire 
game. Italian units may move by 
rail as long as they never leave this 
area. When they move by rail they 
count against the German 
allotment of six units per turn. 
Italian units may stack with 
German units and add their combat 
strengths to German units which 
are attacking or defending. Italian 
reinforcements may replace 
German units which are frozen in 
the 19th Military District. These 
German units are then free to move 
as per rule 9.1-C. Italian units may 
not be supplied by German 
headquarters’ units, but must 
instead draw supply from the 
Italian 4th Army Headquarters unit 
which in turn must be able to trace a 
supply line to either Torino or 
Genova. Italian headquarters may 
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not trace a supply line from a 
German city. Italian units in Italy 
are always in supply. There are no 
Italian replacements and Italian 
units may not receive German 
replacements. Once an Italian unit 
has taken a combat loss it is 
removed from the game permanent- 
ly. All Italian units have only one 
step and are eliminated as soon as 
they take a combat loss. 


Indian units are considered to 
be British for all game purposes. 
These units may receive British 
replacements in the same manner 
as British units. In reality, a large 
proportion of the officers and many 
of the other ranks in the Indian 
Army were, indeed, British, and are 
treated as such. 


Canadian, New Zealand and 
South African units are Common- 
wealth units. Forces from these 
countries were engaged in Ital 
where they took heavy losses Which 
were replaced. Since the British 
were able to make good their losses 
in Italy, it stands to reason that they 


. could do the same in France. There- 


fore these units may receive British 
replacements. This is an exception 
to rule 27.16. Units from other 
Allied minor countries (Belgium, 
Czechoslovakia, The Nether- 
lands, and Poland) may never 
receive replacements of any kind as 
per rule 27.16. 


French units were equipped for 
the most part by the United States. 
Therefore, French units may receive 
U. S. units as per optional rule 
31.4. The Allied player now begins 
the game with two French 
partisan counters rather than one. 
This is to reflect the increased 
partisan activity which would have 
accompanied a 1943 invasion. 
These two partisan counters 
must be placed at least five hexes 
apart. One of these counters is 
removed on the April 11, 1944 turn 
to reflect the employment of many of 
the partisans in conventional 
French military units. All rules in 
section 24 still apply. 


A new replacement chart is 
included which shows the infantry 
and armored replacements 
available each turn. No replace- 
ments are received on the first turn 
(July 11, 1943). 


German Replacements: (July 3, 
1943 - March 4, 1944) 3(1) / turn 
(April 1, 1944 - June 1, 1944) 2(1) 

/ turn. 
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die roll when used in an invasion. 
American (8-4) overstrength infan- 
try divisions may still be built as 
per rule 27.12. Three of these over- 
strength divisions may still be built 
before the first invasion. This 
includes the ‘at sea’ 181 Infantry 
Division. 


The second invasion may be 
made anytime after August 4, but it 
must preclude the September 4 
turn. This is a change of rule 12.2. 
All other rules in section 12 still 


apply. 


For the reasons given earlier, 
the invasion capacity for Southern 
France (hexes E32 to AA35) has 
been reduced. The capacity is now 
16 infantry factors on the first 
impulse, 8 infantry factors, plus 
one H.Q. on the second impulse. 


Due to the smaller numbers of 
ships available to the Allies in 1943 
fewer units could have been moved 
by sea. To reflect this, the Allied 

layer may move only four units 
by sea each turn. On the turn 


after an invasion, the Allied 


player may move eight units by 
sea. After the six U-Boat bases 
have been captured, the Allied 
player may move one additional 
unit by sea each turn. Beginning 
with the January 1, 1944 turn, the 
Allied player may move five units 
by sea each turn, six if all U-Boat 
bases have been captured. 


13. Panzer Reserve: 
There is NO Panzer Reserve in 
Overlord 1943. Ignore rule 28. 


14, Victory Conditions: 

The victory conditions are 
identical to those listed in section 
30. The only difference is that 
Overlord 1943 ends after the June 1, 
1944 turn. 


The June 1, 1944 turn was 
chosen because it was felt that the 
Allies might begin to look elsewhere 
if they had not been able to break 
through into Germany by that date. 
The British always favored a 
peripheral strategy, and since there 
would have been enough troops to 
hold a line from the North Sea to 


Switzerland, they may have begun 
to look for other avenues of attack 
once the weather cleared enough to 
allow amphibious operations. 16. 
Weather: 


To determine the weather for 
the months of April and May, 1944, 
use the MARCH' column of the 
Weather Chart. 


17. Additional Units: 

The following is a list of the 
additional units needed to play 
Overlord 1943. The combat 
strengths and movement allowan- 
ces are given for both full strength 
and reduced strength sides of each 
counter. Where only one set of 
numbers is given, the unit has only 
one step. 
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At Start: | ALLIED OB CHART P тнт reduced reng 


Атепсап 


53 | Sao] 52፡| Bie | ፡ | | ዉ-| ጩጨ 


British 
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Š- 
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Сапафап 


ALLIED REINFORCEMENTS 
IN ENGLAND 


LEE 


Mountb't'n 


ናኸ 
A 


Allied Minors 


American American AT SEA British 
E ius and on tun | ALLIED REINFORCEMENTS 


IN AFRICA 


impulse of first invasion 


A 


Naval Units Partisans 
2 2 2 Partisans Partisans 


WEATHER CHART 
Die Jun-Aug Sep  Oct-Nov Dec Jan 

PARIS GARRISON С = C 
5 These units enter the game the turn after Paris is : 


26. 
occupied by Allied units, but never before the Sept. | turn. 
They appear in Paris. 


S 


ር — Clear S — Storm 
OV — OVercast S* — Storm* 
OV* — Overcast* 


ALLIED OB CHART #2 


REINFORCEMENTS: (All reinforcements are American units except where noted otherwise) 
(E — These units must appear in England. A — These units must appear in Africa) 


August | August IV September | 
A 

2 ፎ3- 

3-6 


British — British ' 


British 


October | October Hl 

5 > ба. 
Allied Minor 
November | Мом ||| Nov IV 


78 95 


French 


А British British British 


AMERICAN OVERSTRENGTH 
INFANTRY DIVISIONS 


27.12 The Americans can build six overstrength infantry divisions. By 
adding a repldcement factor to a 6-4 infantry division, the unit becomes ап 
8-4. Itcan then take two step losses and still not be destroyed. Put the 8-4 
counter on the mapboard and the 6-4 unit counter in the appropriate box 
on the OB. If the 8-4 takes a combat loss, substitute the 6-4. Up to three 
overstrength infantry divisions can be built before the first invasion is 
made. The Allied player must reduce one other American infantry division 
for each overstrength division he creates. Once an overstrength division 
takes а combat loss, it can never be created again (the 8-4 counter is per- 
manently removed from the game). 


December | December ІІ 


BRITISH 79th ARMOR 
SUBSTITUTE COUNTERS 


27.11 The British 79th armor division, И built up to fuli 
strength, can then break down into three separate units as 
shown on the OB. None of these units may be replaced, although 
they may recombine again if they are in the same hex at the begin- 
ning of a turn, in supply, and not in an enemy ZOC. The 
reconstructed 79th may not move on the turn of reconstruction. 
И when broken down, one of the substitute units takes a combat 
loss, the 79th can never be reconstructed. 
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British French 
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British 
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British ` Allied Minor 


At Start: GERMAN OB CHART A Unit at reduced strength 


7th Army Military District (One panzer division may be hidden) 
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СЕКМАМ ОВ СНАКТ #2 


December | Dec Il 


Withdraw 
the 


Withdraw 
the 


following 
units 


tcllowing 
units 


| Withdraw ` 
the 
following 


боз» Beri 


units 


Withdraw 
the 
following 
unit 


Withdraw 
the 


following 


Frundsderg 


Withdraw 
the 
following 


Reibstandarle 


GERMAN TAC AVAILABILITY CHART 


Available 


Used Available 


August - 12 (7) 


25. VOLKSSTURM — 


These units automatically (and immediately) appear in any city (one per city) in Ger- 
many when any Allied unit appears within three hexes of such cities. They can ap- 
pear only once per city and there can never be more than eight in the game at one 
time. In most cases it will be obvious in what cities Volkssturm units have already 
appeared, but blank counters can Бе used to delineate such cities if players so wish. 

| № Allied paratroopers drop опа German city, а Volkssturm unit will appear and the 
paratroopers must attack it in that impulse. A Volkssturm unit will appear even if this 
would overstack the hex but the hex must conform to stacking restrictions by the 
end of the next | 


September - 7(4) 


October - 7(4) 


German impulse. 


November - 7(4) 


December - 10(8) 


ACADEMY OF ADVENTURE GAMING ARTS & DESIGN 
OFFICIAL ORIGINS AWARDS NOMINATION BALLOT 


For the year 1986, to be presented at Origins 87, July 2-5, 1987, in Baltimore, MD 


(for information about Origins 87, write 


The Origins Awards, presented at Origins each year, are an . 
international series of awards aimed а! recognizing outstanding 
acheivements in Adventure Gaming. The awards are comprised 
of the Charles Roberts Awards for boardgaming, and the H. G. 
Wells Awards for miniatures and role-playing ae An Awards 
Committee of hobbyists (some professionals, but primarily 
independents) directs and administers the awards system. 


INSTRUCTIONS. Read carefully. Print legibly or type 
nominations. Ballots that are messy, not completed correctly, 

or show attempts at ballot stuffing will not be counted. You may 
list three nominees per category. It does not matter in what order 
you list them. To keep the voting as meaning! as possible, do 
not list selections in unfamiliar categories. YOU MUST SIGN 
THE BALLOT! Include your address. You may vote only once. 
Nominations should be for products released during the calendar 
year 1986. Miniatures figure series nominations should be for 
Доц речева lines or lines which were substantially expanded in 


1986. 
This ballot may be reproduced and circulated by any means 
available, provided its contents are faithfully copied. 
ALL Adventure Gamers are encouraged to vote! 
YOUR VOTE makes a difference! A final ballot is prepared by 
the committee and voted on by the members of the Academy of 
Adventure Gaming Arts & Design. Academy membership, $3.00 
per year, is open to active, accomplished hobbyists, both - 
rofessional and amateur. Membership guidelines are available 
or a SASE from the addresses given below. Correspondence 
should be mailed to the U S address. , 
Present members may renew Бу sending their check with their 
ballot. Checks should be made payable to GAMA for $3 U S. 
The Academy and the Awards Committee as well as the Origins 
Convention ifself, function under the authority of GAMA, the 
Game Manufacturers Association. 


DEADLINE: MAY 2, 1987 


THE H. G. WELLS AWARDS FOR OUTSTANDING 
ACHIEVEMENT IN MINIATURES AND ROLE-PLAYING GAMES 


. Best Historical Figure Series, 1986 


— 


2. Best Fantasy/ Science Fiction Figure Series, 1986 


3. Best Vehicular/ Accessory Series, 1986 


4. Best Miniatures Rules, 1986 


.5. Best Role-Playing Rules, 1986 


6. Best Role-Playing Adventure, 1986 


7. Best Role-Playing Supplement, 1986 


8. Best Professional Role-Playing Magazine, 1986 


O Box 15405, Baltimore, MD 21230) 


9. Best Professional Miniatures Magazine, 1986 


10. Best Play-By-Mail Game, 1986 


THE CHARLES ROBERTS AWARDS FOR OUTSTANDING 
ACHIEVEMENT IN BOARDGAMING 


11. Best Pre-20th Century Game, 1986 


12. Best 20th Century Game, 1986 


13. Best Fantasy/Science Fiction Game, 1986 


14. Best Professional Boardgame Magazine, 1986 


15. Best Military/Strategy Computer Game ,1986 


16. Best Fantasy/ Science Fiction Computer Game ,1986 


17. Best Screen Graphics in a Computer Game, 1986 
(Given a particular computer's limitations) 


18. Best Amateur Adventure Gaming Magazine, 1986 


19. Best Graphic Presentation, 1986 


20. Hall of Fame, 1986 
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Signature 


Send your ballot to only one of the following addresses by the 
deadline, May 2, 1987. i 
Australia & New Zealand 
Awards, Adrian Pett 


Awards Breakout Magazine 
GAMA P O Box 162 

P O Box 2712 Mooroolbark, Vic 3138 
Fairfax, VA 22031 Australia 


1986 PRODUCT RELEASES 


This is a list of products released in 1986 which are eligible for nomination on the Awards Ballot. Be aware thet this is not a complete list, 
especially in reference to the smaller companies. Feel free to enter a product on the nomination ballot if you know it to be eligible. Products 
must be released in 1986, excluding magazines and play-by mail games; they also are not eligible if they are a reprint or release on a product 
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released т a previous year. The product must Бе a substantial revision of the previous edition. 


1. BEST HISTORICAL FIGURE SERIES, 1986 


Agincourt {Minature Figurines) 


All the King's Men line (Ват) 
American Civil War line (Stone Mountain Miniatures) 
Armies of the Ceasars line (Rafm) 
Armies of the Hellenistic Period (Rafm) 
Blue and Gray line (Ваіт) 
Elite Force Ultra Modern (Alliance Miniatures) 


Flint & Feather line (Rafm) 
French Foreign Legion (Miniature Figurines) 
Hotspur series (Alliance Minatures) 
MicroArmour (GHQ) 
Napoleonic Sailors and Marines (Miniature Figurines) 
Napoleonic Saxons and Westphalians (Miniature 
Figurines) 

(Games Workshop US) 
(Alliance Miniatures) 
(Games Workshop US) 
War of the Roses (Miniature Figurines) 
World War | (Miniature Figurines) 


2. BEST FANTASY/SCIENCE FICTION FIGURE SERIES, 
1986 


Children of Fantasy line 
Children of the Nile 
Citadel line 

Dr Who line 

Dungeons 8 Dragons line 
Fantasy Lords blisterpacks 
Groo the Wanderer line 


Ninja, Citadel line 
Ottoman Turks 
Samurai, Citadel line 


(TAG Industries) 

(TAG Industries) 
(Games Workshop US) 
(FASA Corp) 

(Games Workshop US) 
(Grenadier Models) 
(Dark Horse Miniatures) 
Judge Dredd line (Games Workshop US) 
Laser Burn line (Table Top Miniatures) 
Legions of Darkness line (Rafm) 
Limited Edition blistercards (Games Workshop US) 
Lord of the Rings line (Games Workshop US) 
Mandragon and She-Mandragon (Dark Horse Miniatures) 
Minotaur, Citadel line (Games Workshop US) 
Minotaur Lord, Citadel line (Games Worshop US) 
Monster Manuscripts, Dragon Lords (Grenadier Models) 
The Monster Mash (Ваіт) 
Off-the-Wall Armies, (Grey Cat Casting) 
Reaper Fantasy line (Table Top Miniatures) 
Talismen miniatures (Games Workshop US) 
Teen-age Mutant Ninja Turtles (Dark Horses Miniatures) 
Undead Centurars, Excursions into the Bizarre (Dark 
Horse Minatures) 


3,BEST VEHICULAR/ACCESSORY SERIES, 1986 


Colonial gunboats 
Hovels building line 
Ships with crews 
Star Trek Miniatures 
Starline 2200 Miniatures (Task Force Games) 
Vietnam era buildings (Greenfield Garrisions) 


4. BEST MINIATURES RULES, 1986 


Ancients 7th Edition (WRG) 
Command Decision (Game Designers’ Workshop) 
18th Century Grand Tactical Quick Rules (Miniature 

Figurines) 
(Miniature Figurines) 


(Greenfield Garrisions) 
(Stone Mountain Miniatures) 
(Greenfield Garrisions) 
(FASA Corp) 


Fritzkreig Tactical Rules 


Jadgpanther (Greentield Garrisions) 
Limeys and Slimeys (Minature Figurines) 
Noch Paris (Courier Publishing Co) 
5. BEST ROLE-PLAYING RULES, 1986 
Delta Force (Task Force Games) 
Freedom Fighters (Fantasy Games Unlimited) 
Gamma World (TSR, Inc.) 
GhostBusters (West End Games) 
GURPS (Steve Jackson Games) 
Harnmaster (Columbia Games) 
Hawkmoon (Choasium) 
Marvel Super Heroes Advanced (TSA, Inc.) 
The Mechanoids (Palladium Books) 
MechWarrior (FASA Corp) 
Middle-earth Role Playing, boxed edition (Iron Crown 
Enterprises) 
Price of Freedom (West End Games) 
Recon (Palladium Books) 


Robot Warriors (Hero Games/Iron Crown Enterprises) 
Robotech the RolePlaying Game (Palladium Books) 


Traveller:2300 (Game Designers’ Workshop) 
Warhammer Fantasy Role Playing System (Games 
Workshop US) 


6. BEST ROLE-PLAYING ADVENTURE, 1986 


А Doomsday Like Any Other, Star Trek (РАЗА Corp) 
Adventures in Blackmoor, Expert D&D (TSR, Inc) 
Alien Realms, Traveller (Game Designers’ Workshop) 
Armies of the Night, Twilight:2000 (Game Designers’ 


| Workshop) 

The Awakening, Dungeons & Dragons (Games Workshop 
US) 

Beneath Two Suns, Role-Aids (Mayfair Games) 
The Black Sword, Stormbringer (Chaosium) 


Ciones in Space, Paranoia 
Conflict of Interest, Star Trek (FASA Corp) 
The Coriolis Effect, (Hero Games/ICE) 
Countdown to Armageddon, DC Heroes (Mayfair Games) 


(West End Games) 


Decision at Midnight, Star Trek (FASA Corp) 
Delta Force Terror at Seas, Delta Force (Task Force 
Games) 


Don't Ask, DC Heroes 
Doomsday Program, DC Heroes 


(Mayfair Games) 
(Mayfair Games) 


Dragons of Glory, AD&D (TSR, Inc) 
Dragons of Triumph, AD&D (TSR, Inc) 
Dragons of Truth, AD&D (TSR, Inc) 
Dream Machine, DC Heroes (Mayfair Games) 
Element of Danger, OC Heroes (Mayfair Games) 


Escort to Hell, DC Heroes 
Eternity, Inc, OC Heroes (Mayfair Games) 
Fire and Ice, DC Heroes (Mayfair Games) 
For Your Eyes Only, James Bond 007 (Victory Games) 
Four Horsemen of Apokolis, DC Heroes (Mayfair Games) 
The Gauntlet, Autoventures (Task Force Games) 
Ghost Toasties, (West End Games) 
Going Home, Twilight: 2000 (Game Designers Workshop) 
Graduation Exercise, Star Trek (Fasa) 


(Mayfair Games) 


The Grey Knight, Pendragon (Chaosium) 
Griffin Island, RuenQuest (The Avalon Hill Game 
Company) 


Hot Rods of the Gods, Ghostbusters (West End Games) 
King of Crime, ОС Heroes (Mayfair Games) 
Lost Telephaths, Spacemaster Iron Crown Enterprises) 
The Mines of Selka, Star Trek (Fasa) 
Night of Seven Swords, AD&D (TSR, Inc) 
Nightmare in Norway, Call of Cthulhu (Games Workshop 
US) 

(TSR, Inc) 

(West End Games) 


Nights of Dark Terror, All ሀ & D 
Orcbusters, Paranoia 
Pawns of Time, DC Heroes (Mayfair Games) 
Pinnacle, Role-Aids (Mayfair Games) 
Phantom of the Northern Marshes, MERP (Iron Crown 
Enterprises) 
Queen of the Spiders, AD&D (TSR, Inc) 
Queen Victoria and the Holy Grail, Golden Heroes 
(Games Workshop US) 
Ravenloft Il, AD&D (TSR, Inc) 
Red Star/Lone Star, Twilight:2000 (Games Designers’ 
Workshop) 
Return to Axnar, Star Trek (FASA Corp) 
Search for New Gods, Dungeons & Dragons (Games 
Workshop US) 


Spawn of Azathoth, Call of Cthulhu (Chaosium) 
Statue of the Sorcerer, Call of Cthulhu (Chaosium) 
Swords of the Daimyo, AD&D (TSR, Inc) 


Teen-age Mutant Ninja Turtles Adventures, Teen-age Ми- 
tant Ninja Turtles (Palladium Books) 


Temple of Elemental Evil, AD&D (TSR, Inc) 
Terror from the Stars, Call of Ctulhu (Chaosium) 
Trolls of the Misty Mountains, MERP (Iron Crown 

Enterprises) 
War of Darkness, Role-Aids (Mayfair Games) 
Wariors Code, Dr Who (FASA Corp) 


Wizard's Revenge, Role-Aids (Mayfair Games) 
You Only Live Twice |, James Bond 007 (Victory Games) 


7. BEST ROLE-PLAYING SUPPLEMENT, 1986 


Acute Paranoia (West End Games) 
After the Bomb, Teen-age Mutant Ninja Turtles (Palladium 


Books) 
Batman, DC Heroes (Mayfair Games) 
BattleTech Technical Readout (FASA Corp) 
Beastiary (Bard Games) 
Book of Lairs, AD&D (TSR, Inc) 


The British in World War |, Behind Enemy Lines (The 
Companions) 


Carse (Chaosium) 
Cities (Chaosium) 
Cthulhu by Gaslight, Call of Cthulhu (Chaosium) 
Cyberman, Or Who (FASA Corp) 
Dragons, Role-Aids (Mayfair Games) 
Dreamlands, Call of Cthulu (Chaosium) 
Dueltrack, Car Wars (Steve Jackson Games) 
Dungeoneer's Survival Guide, AD&D (TSR, Inc) 
Evael, Harn (Columbia Games) 
The Federation, Star Trek (FASA Corp) 
Gadgets! (Hero Games/ICE) 
Grimtooth's Traps Fore (Task Force Games) 


GURPS Autoduel, GURPS — (Steve Jackson Games) 
GURPS Fantasy Book, GURPS (Steve Jackson Games) 
Hero Bestiary (Hero Games/ICE) 
Hil Sector Blues, Paranoia (West End Games) 
Hivers, Traveller (Game Designers’ Workshop) 
Kanday, Harn (Columbia Games) 
King Arthur Companion, Pendragon (Chaosium) 
Legion of Superheroes, Volume І-Тһе Characters, DC 


Heroes (Mayfair Games) 
Lords of Middle-earth, Volume | MERP (Iron Crown 

Enterprises) 
Lorien, MERP (Iron Crown Enterprises) 
The Nobles Book, Pendragon (Chaosium) 
Oriental Adventures, AD&D (TSR, Inc) 


THe Platoon Leader's Pocket Guide Behind Епету Lines 
(The Companions) 


Realms of Magic, Marvel Super Heroes (TSR, Inc) 
RDF Sourcebook, Twilight'2000 (Game Designers’ 
Workshop) 

Road Hogs, Teen-age Mutant Ninja Turtles (Palladium 
Books) 

Robots. Traveller (Game Designers’ Workshop) 
Rolemaster Companion, Rolemaster (Iron Crown 


Enterprises) 

Solomani, Traveller (Game Designers’ Workshop) 
The Squad Leader's Pocket Guide, Behind Enemy Lines 
(The Companions) 


Star Trek |ሃ Sourcebook (FASA Corp) 
Super Agents (Hero Games/ICE) 
Thieves World Companion (Chaosium) 


Uncle Albert’s 2036 Catalog, Car Wars (Steve Jackson 

Games) 
Undead, Role-Aids (Mayfair Games) 
U S Army Vehicle Guide. Twilight:2000 (Game Designers’ 


Workshop) 
Villains, James Bond 007 (Victory Games) 
Wilderness Survival Guide, AD&D (TSR, Inc) 


8. BEST PROFESSIONAL ROLE-PLAYING MAGAZINE, 


1986 
Adventurers Club (Heroes Сатез/гоп Crown) 
Enterprises) 


Autoduel Quarterly (Steve Jackson Games) 


Challenge (Game Designers’ Workshop) 
Different Worlds (Sleuth Publications) 
The Огадоп (Dragon Publishing Со) 
Dungeon (Dragon Publishing Co) 


Nexus (Task Force Games) 
The Space Gamer (Diverse Talents Inc) 
Traveller Digest (Digest Group Publications) 
White Dwarf (Games Workshop) 
9, BEST PROFESSIONAL MINIATURES MAGAZINE, 


1986 


The Courier (The Courier Publishing Co) 
Miniature Wargame 
Military Modeling 
10, BEST PLAY-BY-MAIL GAME, 1986 

Alamaze (Pegasus Productions) 


Company Commander 
Crack of Doom (Advanced Gaming Enterprises) 
Duelmasters (Realty Simulations) 
Epic (Midnight Games) 


(Schubel and Son) 


Family Wars (Andon Games) 
Feudal Lords (Graat Simulations) 
First Worid (White Lion Enterprises) 


Fleet Maneuvers 
Galactic Prisoners 


(Fantastic Simulations) 
(Grandel, Inc) 


Galaxy:Alpha (Intergalactic Games) 
Global Supremacy (Schubel & Sons) 
Hyborian War (Realty Simulations) 
It's A Crime (Adventures By Mail) 
Mazeworld (Acme Game Moderators) 
Out Time Days (Twin Engine Gaming) 
Outer Rim (Outremer Games) 
Paths to Glory (Triumph Game Systems) 
Privateers (Tudor Games) 


Quest of the Great Jewels 
State of War 


(Zorph Games) 
(Game Systems) 


Supernova (Roiling Thunder Games) 
Takamo (Advent Games) 
Universe Il (Clemens and Associates) 


11. BEST PRE-20TH CENTURY GAME, 1986 


Chickamauga (West End Game) 
Сопдоцеп (Wargamer #54) 
1830:Robber Barons (The Avalon Hill Game Company) 
The Emperor Returns Clash of Arms Game) 
Empires in Arms (Тһе Avalon Hill Game Company) 


Glary Road (Wargamer#51) 
Knights of Justice (Wargamer#50) 
Napoleon and the Archduke Charles: The Battle of 
Aspern-Essling (Wargamer#49) 
Pleasant Hill (S&T #106) 
Railway Rivals (Games Workshop US) 
Rebel Sabers: (TSR/SPI) 
Remember the Maine (S&T #108) 
Shangai Trader (Panther Games) 
Terrible Swift Sword (TSR/SPI) 


Warlords (Panther Games) 


12. BEST 20TH CENTURY GAME, 1986 
(Victory Games) 
(West End Game) 
(Wesi Enu Ga:nes) 
(Wargame* 4601 


Aegean Strike 

Against The Reich 

ልዘ and Armor 

Anvil-Dragon: Southwall 1944 


Barbarossa LTSRISE! 
Battle Cry! (World Wide Wargames) 
Battle Hymn (Victory Game) 
Battleship (Simulations Canada 
Bloody Keren (Wargamer #59) 
Bundeswehr (Game Designer's Worksnop) 


(Wargamer#58) 
(Task Force Games) 
(Peoples Wargames) 

(Wargamer#51) 

(Wargamer #53) 

(West End Games) 

(Wargamer #56) 
(The Avalon Hill Game Company) 
(Milton Bradley; 
(Victory Games) 


Clash of Empires August, 1914 
Counterstrike from France 

Duel for Kharkov 

Duel in the Desert 

Dunkirk:1940 Operation Dynamo 
Eastern Front Tank Leader 

First Team! Vietnam 
Flight Leader 
Fortress America 
France: 1944 


Korean War (Victory Games) 
Okinawa (Wargamer #55} 
Persian Gulf (Game Designers’ Workshop! 


Race for Tunis (Wargamer #57} 
RAF (West End Games) 
Rommel at Bay (World Wide Wargames) 
Rommel in North Africa (West End Games) 


St. Lo (Wes! End Сатез) 
Second Fleet (Victory Games) 
Sniper! (TSRISP! 
Superpower (Games Workshop US) 
Target Libya (S&T #109) 
Top Gun (РАЗА Corp! 
War to End Wars (World Wide Wargames) 
Warsaw Rising (S&T #107) 
Ruweisat Ridge (S&T #105) 
13. BEST FANTASY/SCIENCE GAME, 1986 

Aero Tech (РАЗА Corp) 
Bond Assault Game (Victory Games) 
City Tech (РАЗА Corp) 


(West End Games) 

(The Avalon Hill Game Company) 
(Mayfair Games) 

Ellery Queen (Mayfair Games) 
Federation and Empire (Task Рогсе Games) 
Introduction to Star Fleet Battles (Task Force Games) 
Kings & Things (West End Games) 
Star Trek Combat Simulator (FASA Corp) 
Warlock of Firetop Mountain (Games Workshop US) 


14, BEST PROFESSIONAL BOARDGAME MAGAZINE, 
1986 


Cosmic Encounter 
Dark Emperor 
Elfquest 


(Diverse Talents, Inc) 

(The Avalon Hill Game Company) 
(J. Tibbetts & Sons) 

Strategy & Tactics (Dragon Publishing) 
The Wargamer (World Wide Wargames) 


15; pral MILITARY/STRATEGY COMPUTER GAME, 
1 


Fire & Movement 
The General 
The Grenadier 


Battlefront 
Battlegroup 


(Strategic Studies Group} 
(Strategic Simulations, Inc) 
Conflict in Vietnam (Microprose) 
Europe Ablaze (Strategic Studies Group) 
Gettysburg: The Turning Point (Strategic Simulations, Inc) 
Gult Strike (The Avalon НШ Game Company) 
Gunship (Microprose) 
Kursk Campaign (Simulations Canada) 
Panzergrup Guderian (The Avalon Hill Game Company) 
Rommel (Game Designers’ Workshop) 
Spritfire 40 (Th® Avalon Hill Game Company) 
Stalingrad Campaign (Simulations Canada) 
War in the South Pacific (Strategic Simulations, с) 
Wargame Construction Set (Strategic Simulatıon, Inc) 
Warship (Strategic Simulations, Inc)' 


16. BEST AMATEUR ADVENTURE GAMING 
MAGAZINE, 1986 


Abyss 

Alarms & Excursions 

The Wild Hunt 

The Midwest Wargamers Association Newsletter 
Europa Nuts and Bolts 


18. BEST FANTASY/SCIENCE FICTION COMPUTER 
GAME, 1986 


Darkhorn (The Avalon Hill Game Company) 
Gemstone Healer (Strategic Sirrulations, Inc) 
Mission on the Thunderhead (The Avalon Hill Game 


Company) 
Ogre (Origins Systems) 
Phantasie II (Strategic Simulations, Inc) 
Rings of Zilfin (Strategic Simulations, Inc) 
‘Road War:2000 (Strategic Stimulations, Inc) 
Shard of Spring (Strategic Simulations, Inc) 


Wizard's Crown (Strategic Simulations, Inc) 


ማረ 


Dale |. Kemper presents... 


The Battle for Leyte 
: | scenario for 5565 | 
x Carriers at War 


The time is October 20, 1944. The United States has assembled the largest and mightiest fleet 
of amphibious assault vessels and warships ever seen in the Pacific. They are about to fulfill 
General Douglas MacArthur’s promise, “I shall return.” 

To combat this attack force the Japanese have a plan (Sho-1) which is designed to crush the 
landings and destroy the American fleet. 

Vice-Admiral Thomas С. Kinkaid’s 7th Fleet is in charge of supporting the landings, while 
Admiral Halsey is instructed to support the landings unless an opportunity arises to strike a blow 
at the Japanese fleet. MacArthur knows that Halsey will jump at any chance’ to get at the fleet, 
and he realizes that Kinkaid’s 7th Fleet with its small escort carriers will be hard pressed to 
defend himself, and the beach-head against a serious Japanese attack. 

This serious Japanese attack was already on the move. By noon on the 20th, Admiral Kurita’s 
powerful striking force has reached Brunei Bay. He is set to move south into the Philippine Sea 
and strike Kinkaid. For this purpose, he has five battleships, twelve cruisers, and fifteen 
‘destroyers. He will be joined by two other groups. One, under the command of Vice-Admiral Shoji 
Nishimura, commanding two battleships, a cruiser, and four destroyers, and Admiral Shima with 
three cruisers and four destroyers. 

Further, Admiral Ozawa is on his way south from the Inland Sea with his force of four carriers, 
two battleships, three cruisers, and eight destroyers. His mission is to decoy Halsey’s fleet away 
from Leyte, thus leaving Kinkaid and the landing force unprotected. Halsey is sure to take the 
bait. 

The fleets are approaching... The sky is clear... The sea is calm... The Battle of Leyte is about to 
begin... 
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BATTLE FOR LEYTE October 23-27, 1944 
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THE BATTLE FOR LEYTE 
A Scenario for SSG's CARRIERS AT WAR == 


by Dale L. Kemper 


Carriers At War has grown in popularity ever since its release. Released in 1984 by the Pate 
Studies Group of Australia, it immediately won the 1984 Charles Roberts Award for Best Computer 
Game. This praise is richly deserved. 


However, for every avid fan of Carriers at War there will come a time when the five scenarios 

ከን and their variations will become old and overdone. Fortunately, this game offers a design 

andbook to create your own scenarios. This definately means a lot of work in research and data 
input, but you will then have a totally new situation to enjoy and learn. 


The scenario I selected to design concerned the Battle of Layte Gulf, the last carrier battle of the 
Pacific War, This choice led to a number of problems which will be discussed below. However, the 
enjoyment this new situation has given me certainly was worth the trouble. 


Before any owners of Carriers at War gets into scenario Чери ог input he should certainly 
follow the advice of the design handbook and try his hand at the relatively easy scenario on the Raid 
of Ceylon, It also doesn’t hurt to be very familiar with the Phillipine Sea scenario since that is the 
scenario from which you will build Leyte. After this, you will be able to tackle the Battle of Leyte with 
the information provided in this article. 


A few notes on the Battle of Leyte and the information provided: 


1. ‘There is no facility for the use of Kamikazes (which were used for the first time at Leyte) in 
Carriers at War. Historically, they sank or damaged a number of escort carriers, but did 
little else. This little historical inaccuracy is offset by the fact that the carrier creation file in 
Carriers at War can only hold 31 carriers; seven short of the total needed for Leyte. 
Accordingly, seven CVE’s out of the eighteen present have been deleted. This still leaves the 
US with 27 carriers to 4 for the Japanese. 


2. ‘The same data limits have kept the number of US destroyers down to 86 rather than the 114 
that were present.Other changes have been made in ship classes to find room for additional 
Е warships not present at Phillipine Sea. These are apparent in the scenario data 
charts. 


3. There are no PT boats patrolling the Surigao Strait. 


4. ‘The American invasion fleet historically was anchored off Tacloban during the entire Ваще of 
Leyte Gulf. Carriers at War only allows map anchor points to be given for Зара, tenders. 
All others can only anchor in a port. Accordin ly the US player must order Task Force 9 to 
stay on station until at least noon of October 25, 944. In solitaire play with the human ya er 
the Japanese, don’t be surprised if the computer does some strange things with the US 
transports. 


5. Historically, the Japanese carriers were абвеш а decoy force sent out to lure the US carriers 
north away from the support of the invasion fleet. This they accomplished extremely well. 
There were few planes aboard any of the carriers. I have given them full compliments of 
planes. Although not historical, it does give the Japanese carriers something more to do than 
steam around waiting to be found, and the odds are still weighed heavily against them. 


6. Which brings us to the Victory Conditions: The US player must destroy ALL four Japanese 
carriers without losing a fleet carrier (CV). They also must have at least a 2 to 1 superiority in 
victory points to win. Апу other outcome is a Japanese victory, albeit a fleeting one. 


7. One look at the ship sheets for the game will show you that the Japanese have little chance in 
the historical game. However, it is possible for them to win. In one playtest session the 
Japanese battlefleet had a surface engagement with Halsey’s six fast battleships -- Sinking 
all six. The point totals this brought in kept the US player from ever catching up. There are 
also a number of things you can do to change histor And give the Japanese more of a chance. 
Increase the Japanese land air forces, giving them airbases in Formosa (which was 
extensively raided before the invasion), and northern Luzon, Upgrade the crew quality of the 
Japanese air squadrons, or add various other carriers (such as the Unryu Class). Either of 
these will increase their chances. 


‚ The Leyte scenario propided here represents the final major carrier battle of the Pacific War 
within the program constraints of the Carriers at War computer simulation. By all means feel free to 
embellish the work already done. Good luck, and good gaming. 


> 
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№ George S. Patton was an original | 
= and now уои can fight four of his greatest battles in 
መጨ [his original quadrigame from Ad Technos of Japan. 


/ 7 ERU N ييف‎ ፍመ” esl ፌ . . . 
A +44 This new approach to a quadrigame theme, basing all four games on the history 


q of a Great General, also brings innovative new design features to the ease and 
| playability for which quadrigames have become popular. The 500+ multi- 
colored, die cut counters are back printed with information for “reduced” unit 
strengths and command is easily simulated through divisional headquarters 
f units. The game also includes logistics and bombing support markers, plus 
] rules, charts and tables in both Japanese and English. 


: The four 11” x 16" color maps cover the following battles: 


e The Invasion of Sicily, 1943 

e [he Normandy Breakout, 1944 

e The Relief of Bastogne, 1944 

e Patton vs. The Russians, 1945 (What if?) 


Ad Technos was chosen by International Simulations to be imported 
because of the commitment they have made to high product quality. The 
- fighting General Patton is a top quality wargame with hours of play value 
inside. 


я й 


Price * Subscriber Discount 
4 The Fighting General Patton................ $29.95 $26.95 

(*Youcan receive this discount by indicating you are a subscriber to Fire & Movement, 
ss | Space Gamer/Fantasy Gamer or Battleplan magazine). 

Shipping charges are $1.25 per game in the U.S., $1.75 for Canadian addresses, $3.00 
Overseas. California residents please include 6 Y0 sales tax. Make all checks payable to: 


International Simulations 
P.O. Box 8399 
Long Beach, CA 90808 USA 
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G’day, Yanks, and watch out because 


BREAKOUT! magazine 
comes to North America!! 


Australia’s premier quarterly adventure BREAKOUT! magazine is available in 
gaming journal, BREAKOUT! magazine, better hobby and game stores throughout 
is now being made generally available to the States and Canada. If you don’t see it 
North American Readers for the first time there, ask them to get it for you or you 
ever! What? You’ve never heard of can get BREAKOUT! directly from 
BREAKOUT! magazine?! Relax, mate, our importers. 
and read all about it... 

* Over fi Ter Sample copies are $3.50 each. A four- 
robe! Marsa CH issue one year subscription is only $12.50, 


Australia. hi дка ከጽ 
i - t-issue two year subscription 
* 48 full size pages each issue. while an eig y р 


| is j .00. ts must be i 
* Covers wargames (miniatures, board (39 funds А а US Dank. Canadian 


and computer). addresses please add $.60 per issue for 


* Covers all kinds of fantasy gaming 


(role-playing, etc.) additional postage. Make all checks 


*ር uch i] | payable to DTI, Р.О. Box 8399, Long 
ом PIS Tu eka ВАДУ. 1. Beach, CA 90808. (213) 420-3675. 
* Reviews products and conventions. 


* Often includes variants, modules and Expand your gaming hobby to another 
scenarios. continent. BREAKOUT! magazine, the 

* Gives you an Australian’s eye view of Australasian gamer's quarterly imported 
the world (upside down!). by DTI. | 
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A House Restored 


Rules variants for GDW’s A House Divided by Alan Emrich 


Game Designers Workshop’s A 
House Divided has become a 
standard staple in many a 
wargamer’s playing diet. Its com- 
pactness, playability, simplicity, 
and excitement level create the 
hallmark which gives it “replayabil- 
ity” above most other wargames. 
How so? 

Remember when you only had a 
single evening or afternoon to play a 
wargame and you wanted to start 
one you could actually finish? Or 


how about when you and your buddy 
stood staring at the game library 
and said to each other: 

“What do you want to play?” 

“I don’t know. What do you want 
to play?” 

"I don't know. What do you want 
to play?” 


In the end, chances are that A 
House Divided was considered and 
probably ended up being played by 
you. It’s one of those fun, innovative 
“classics” that gamers return to over 
and over again. 


As any grognard will tell you, 
however, simplicity and playability 
are often the detractors to realism in 
a wargame. A House Divided, 
alas, is not as realistic as games 
more devoted to the history aspects 


of the subject would be. Due to the 
very nature of the game’s 
marvelously elegant mechanics 
(those same mechanics which bring 
players back to A House Divided 
over and over again), certain 
fundamental ahistorical events are 
almost predestined to occur in every 


game. 

To make the game a better 
simulation of history by suggesting 
variants to A House Divided, it is 
vitally important to maintain the 
game’s clean simplicity by not 
overburdening it with too much 
“chrome.” It has been a 
longstanding personal challenge to 
improve this classic, and so I offer to 
you, the veteran wargamer, these 
strategic and battlefield variants to 
A House Divided. 

This article is presented in three 
sections. The first, which follows, 
offers you much needed variants for 
strategic realism and historical bal- 
ance. Thus, the first section offers 
the basic modifications needed for A 
House Divided. 

The second section offers a more 
detailed system for conducting 
battles. In it, battles are fought over 
"days" with morale and battlefield 
leadership taken into account in a 
simple manner which is very 
congruous with the game's present 
system. 

The third and final section will 
present Great Leaders of the Civil 
War and various political consider- 
ations. Each of the three sections 
can be used together or separately, 
but when combined will take your 
next game of A House Divided 
truly one step up into wargaming 
realism (and complexity). Pass the 
dice and let's begin. 


PART ONE 
Strategic Balance 


These variants are recommend- 
ed as standard modifications to А 
House Divided and should be used, 
in their entirety at all times. 


If the Confederates control 
Fort Monroe then the Union 
player may not invade either 
Yorktown or Norfolk. The Union 
player may, of course, invade Fort 
Monroe. 


No "attack trenches." As the 
rule now reads (when literally 


interpreted) a stack of units can 
spend a march to meet the enemy at 
a recruiting city box, stop there, and 
then spend a further march to 
entrench there before the required 
combat phase. This is a bit ridic- 
ulous and these “attack trenches” 
should not be allowed when moving 
into an enemy occupied box. 

The exception should be when 
employing the optional containment 
rule. In such a case, when the 
conditions for containment are 
fulfilled by the Confederates, those 
units should be allowed to “move in 
and dig in” without fighting. 
Furthermore, in such a containment 
situation, if one side actually 
attacks the other, they must leave 
the safety of their entrenchments in 
order to do so, and thus attack with- 
out the -1 entrenchment defensive 
die roll modifier in the ensuing 
combat. 


Coastal Defenses Clairfica- 
tion should be made by adding the 
following sentences: 

“Defensive garrisons (only) are 
considered permanently entrenched 
while other Confederate units in 
that port would have to spend the 
usual march to entrench there. The 
Union player receives no “field” 
promotion for defeating coastal 
defenses (only), but would if the 
battle involved fighting regular 
Confederate units as well.” 


Blitz cavalry to win the war 
must be toned down by adding the 
following rule: 

“Cavalry units alone (without 
infantry units) control an enemy 
box only while they occupy it. When 
they leave it, control reverts back to 
the box’s original color unless a 
friendly infantry unit has been 
brought in (or raised) to assure nor- 
mal control when forces leave the 
box.” 


Armies move much too fast 
early in the war to simulate 
history. Especially the Union army 
which suffered from “the slows.” 
This can easily be corrected to give a 
far more accurate picture of the 
Civil War if the Leadership Table is 
used by each player separately when 
they roll for their respective 
marches each turn. 
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A House Divided Leadership Table 


Die 
Roll 


EXPLANATION OF RESULTS: 


#/# = Union / Confederate Leadership Rating (ie. marches) 


for that turn. 


* = Confederate player receives two promotions during the 


promotion segment. 


Employment of The Leadership 
Table easily simulates the slow 
start both sides had in the war, the 
South’s initial superiority in overall 
leadership, and the North’s steady 
improvement in this area while 
Southern communications deterior- 
ated. 

The Confederate extra 
promotion on certain die rolls 
represents simply and effectively an 
important difference in army 
doctrine. When a Union regiment or 
division was reduced by casualties, 
it was left without replacement 
soldiers to continue to fight the war 
at reduced strength. New Union 
recruits were, instead, placed in 
newly created, entirely “green” 
outfits to learn soldiering the hard 
way. The Confederate army system, 
on the other hand, was to send new 
recruits to replenish veteran units 
and learn from their experience. 
Thus, when the die roll indicates, 
their “education” shows results, as 
does the superiority of the 
Confederate replacement system. 


In the next issue, Part Two will 
contain more simple rules variants 
for fighting the actual battles in A 
House Divided. It will include 
rules for battle time (days), 
battlefield leadership, unit morale 
and morale checks, recovery, 
reserves, stragglers and deserters, 
night and reorganization of units in 
battle. Stay tuned! 


A SMALL AD ATTRACTS 
MORE BUSINESS 
THAN NO AD DOES. 


To place your ad call: 
(213) 467-2266 


STRATEGICON 


The people who brought you L.A. Origins '86 
now proudly present... 


GAMEX 1987 


The Western Regional Strategy and Adventure 
Gaming Convention and Exposition 


GAMEX 1987 is a complete Game 
Convention, featuring 72 solid hours of 
tournaments, demonstrations, dealers, 
prizes, open gaming and much more. 


Special attention is being paid to war- 
games at this convention. Tournament 
games include: Third Reich, Squad 
Leader, Risk!, Avalon Hill “Classics,” 
Panzergruppe Guderian, Axis & 
Allies, War at Sea, Diplomacy, B-17, 
and Ace of Aces (among others!). 


GAMEX 1987 will be held at the 
Pasadena Hilton Hotel, Friday, May 
22nd, through Monday, May 25th over 
Memorial Day Weekend. Pre-register 
for only $16.00 if postmarked by May 
9th, 1987. Note that there are no 
separate charges for individual events 
(a STRATEGICON tradition!). 


To pre-register, or for more convention 
information contact: 

Diverse Talents, Inc. 

Dept. GAMEX 1987 

P.O. Box 8399 

Long Beach, CA 90808 

or call (213) 420-3675 


Remember, your best gaming move is 
in Southern California! 


Circle Reader Service # 8 
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THE RUSSIAN CAMPAIGN 


Strategic political variants by Alan Emrich 


Strategic wargames often emphasize the military and 
economic over the political aspects of a campaign. 
Changing political situations can prove as decisive an 
element as any military or economic event. Since these 
three elements of strategy must be considered together in 
any good strategic level conflict simulation, allow us to 
present some political possibilities in that classic, and 


award winning wargame, RUSSIAN CAMPAIGN. 


То begin with, use one set of 


DURING THE FIRST SNOW 


chits numbered one through six. — WEATHER TURN OF THE GAME. 


Both players draw one chit from a 
cup before setting up and keep them 
hidden until played. The timing and 
effect of each chit for each side is as 
follows: 


GERMAN CHIT 
DRAW RESULTS 


1. No anti-Axis coup in Yugo- 
slavia. Germany still invades 
Greece and Crete, however, the 18th 
Mountain (3-5) and 65th Infantry 
(3-4) corps are available for set-up 
on turn one in Rumania, or with 
Army Group South. The Yugoslav- 
ian 2nd Infantry (2-3) arrives in 
August 1941, the 51ከ Infantry (3-3) 
arrives in November 1941, and the 
3rd Infantry (2-4) arrives in May 
1942. Yugoslavian units are 
considered Axis units for all 
purposes and may be replaced in the 
usual manner at the rate of one per 
year. PLAY THIS VARIANT BE- 
FORE SET-UP. 


2. Heavy bombers manufac- 
tured by Germany. Goering gives 
some support to Weaver's heavy 
bomber plan. These bombers have 
the capability of bombing Russia 
behind the Urals. During each 
Russian Replacement Phase the 
German player rolls a die and 
subtracts the last digit of the 
current game year, and one addi- 
tional point during non-clear 
weather turns. Roll the die, and if it 
is still a positive number, subtract 
that number from the Russian 
replacements for that turn. Ignore 
strategic bombing results with a 
zero or negative value. PLAY THIS 
VARIANT BEFORE SET-UP. 


3. OKH prepares for winter 
fighting. Axis combat supply 
restrictions for snow turns apply 
only to the first winter, and with the 
reduced (second winter) restrictions. 
Ie. The Axis are in supply if they are 
within two hexes of a friendly con- 
trolled city. PLAY THIS VARIANT 


4. Viasov Army. The Germans 
promise a Russian Free State to 
General Vlasov who, in turn, raises 
a large, anti-communist, Russian 
‘Liberation’ army to fight along side 
the Axis. As Russian combat units 
surrender during 1941-1943, roll a 
die for each unit eliminated. If the 
die roll is greater than, or equal to, 
the unit’s combat factor, add it to 
the Vlasov Army by placing it on 
any Axis controlled Russian city 
during the next Axis Reinforcement 
Phase. NOTE: The Vlasov Army is 
limited to its first two armor units 
only, and no more armor units may 
be added once these are established. 
Vlasov Army units are considered 
Axis allies for all purposes, do not 
suffer winter combat supply restric- 
tions (ie. like the Finns), and may be 
replaced on any Axis controlled 
Russian city at the rate of one unit 
per clear weather turn. PLAY 
WHEN THE FIRST RUSSIAN 
UNIT SURRENDERS. 


5. Mild German occupation 
policies and promises of libera- 
tion are used to deal with resis- 
tance. Change the Victory Condi- 
tion wording of rule 24 to “must 
control the following number of 
cities” rather than “must occupy,” 
and remove Russian partisans from 
the game completely. PLAY DUR- 
ING THE RUSSIAN SEPTEMBER 
1941 PLAYER TURN WHEN THE 
FIRST PARTISAN UNIT IS 
PLACED. 


6. The Germans encourage 
Ukrainian Separatists movement 
and promise a ‘Free State’ of the 
Ukraine. The area of the Ukraine 
(formed by the Don River to the Vor- 
onezh to Odessa rail line, inclusive, 
including the Crimea) will only 
allow one Russian partisan unit 
within its borders. (treat Ukrainian 
troops as SS for anti-partisan capa- 
bilities in the Ukraine). Further- 
more, during each reinforcement 
phase beginning the turn after the 
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Axis first control both Kiev and 
Odessa, the Axis may add Ukrain- 
ian Army units to their forces. 
These units to be placed on any Axis 
controlled city in the Ukraine. 
These units may never leave the 
Ukraine voluntarily, and must 
return directly (even by combat) if 
forced to leave. The Ukrainian 
Army consists of (1) 2-3, (2) 3-4, and 
(1) 4-3 Infantry unit, and may be 
replaced at the rate of two per year 
during the first clear weather turn 
of each year. They are to be brought 
in in the same manner as Ukrainian 
reinforcements. If no Ukrainian 
cities remain Axis controlled, the 
Ukrainian forces on the board 
continue fighting for the Axis, but 
they may no longer be replaced. 
PLAY WHEN THE FIRST. UK- 
RAINIAN UNITS ARE READY TO 
ARRIVE. 


RUSSIAN CHIT 
DRAW RESULTS 


1. No winter war with Fin- 
land. Finland is a neutral country 
throughout the game and cannot be 
invaded. Remove all Finnish units 
and reinforcements. Russian units 
assigned to set-up on the Finnish 
border may be placed in any non- 
military district city with normal 
stacking limits. The northern Fin- 
land special reinforcement enters in 
July 1941. PLAY BEFORE SET- 
UE. 


2. Factory Evacuation. At Ше 
start of each of his Replacement 
Phases, the Russian player may 
move one Worker Point by rail off of 
the east edge of the map, and move 
it to 'Siberia'. This move consumes 
two of the Russian rail movement 
allowance for that game turn, with 
the Worker unable to produce 
reinforcement points for five game 
turns. All reinforcement workers 
may be placed directly in Siberia, 
with only a three turn loss of 
production. NOTE: ል record should 
be kept in order to keep track of how 


44 


many Worker Points are left from 
partially evacuated counters, and 
when relocated workers will once 
again begin productive. PLAY 
WHEN FIRST WORKER IS RE- 
LOCATED. 


3. Stalin allows for defensive 
preparedness, so the invasion is 
not a surprise. Ignore rule 14.3. 
Because they are not surprised, 
Russian units are doubled behind 
rivers during the first impulse of the 
May 1941 turn. Furthermore, the 
Stalin Line is constructed along the 
entire line of hexes, one hex east of 
all the Military District boundary 
lines. Russian units defending in 
these hexes in 1941 or 1942 add ’one’ 
to each of their combat values 
(which is not doubled for terrain) 
and may ignore retreat results as if 
defending in woods (rule 41.4). 
PLAY BEFORE SET-UP. 


4. No Red Army purges. The 
Soviet Army officer corps is freed 
from political worries and allowed 
to function more efficiently. All 
Russian army sized units may now 
stack like corps sized units. PLAY 
BEFORE SET-UP. 


5. Increased Soviet efforts 
„promote highly effective resis- 
tance. Paratroop units may be 
brought into the game as partisan 
counters (in lieu of air dropping), 
with each unit brought in replacing 
one normal partisan counter for the 
remainder of the game. They are 
placed as per rule 19.1, and may 
now be placed in Poland as well, 
within three hexes of Warsaw. Rule 
18.4 and 19.2 still apply to these 
counters, and they may also conduct 
movement and combat like normal 
Russian units, receiving all terrain 
benefits. Rule 19.3 no longer 
applies since the Axis player may 


only eliminate these partisan units 
by combat. NOTE: SS units attac- 
king partisans do so at double 
strength. Rule 19.4 is now changed 
by deleting the words, *whether or 
not.' These partisan units may only 
be replaced and brought back onto 
the board at the rate of one per turn 
if eliminated. PLAY WHEN FIRST 
USED. 


6. The Soviets concentrate on 
trucking industries and adopt a 
mobile warfare doctrine. Increase 
Russian Infantry movement allow- 
ances to four, and Infantry Battle- 
groups to three. Armor movement 
allowances are increased by one to 
six or seven (maximum). This in- 
cludes Armor Battlegroups. PLAY 
DURING SET-UP. 
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An Armor at Kursk variant by James Е. Meldrum... 


This is a scenario for Task Force 
Games’ Armor at Kursk which is 
intended to simulate the German 
mobile defense of their positions 
along the Chir River following the 
successful Russian counter-attack 
at Stalingrad. While this scenario is 
not an exact simulation of the 
battles along the Chir River, it does 
simulate the kind of situation with 
which the Germans were 
confronted. Players should use the 
rules for the original game 
whenever confronted with rules 
conflicts between this material and 
the original rules. 


UNIT CHANGES 
The SS units represent regular 
German Army units in the scenario. 


ч Жи 2%. 
EUR “ቃፖ. 


Holding The Li 


SCENARIO DURATION 
This scenario lasts for ten turns. 


MAP CHANGES 

The west map edge is now 
considered to be the north map edge 
and all further references to 
geographical direction will be made 
with this in mind. The Psel River is 
now the Chir River. All bridges are 
intact and may not be destroyed. 
The map area south of hexrow 0800 
is out of play. The rail line and 
embankment printed on the map 
does not exist in this scenario. Treat 
as open ground. 


Infantry units may cross the 
Psel River at a cost of two movement 
points per hex. Any infantry unit 
that is attacked while in a river hex 
has one added to the attacker’s 
combat resolution die roll. 


Tanks and artillery may only 
cross the river on bridges. 


SOVIET FORCES 

The Soviet player receives all 
units except those of the 31st and 
33rd Corps as initial units. All 
Soviet units are deployed north of 
the river. As an option, the Soviet 
player may try adding all units of 
the 3186 Corps to the Soviet initial 
units. 


GERMAN FORCES 
The following units represent 
the German 336th Infantry Division 
and elements of the Luftwaffe 1st 
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Field Division. (12) 3-5-6, (2) 1-2-18 
/A-3-4, (1) 2-4-5, (1) 3-6-7, (1) 7-6, (1) 
6-6. 


All infantry units are deployed 
adjacent to the south side of the 
river. One infantry unit must be 
placed in the following hexes: 1933, 
1934, 2313, and 2314. All other 
units must deploy south of the river 
and north of the road running from 
hexes 1901-1631-1633. Also, deploy 
a HQ group consisting of (1) 2-4-5 
and (1) 1-0-24/A-1-4 in and/or adja- 
cent to 1317. 


On game turn three, the Ger- 
man player receives the 11th Panzer 
Division as a reinforcement enter- 
ing play on hex 1201. The 11th 
Panzer Division consists of: (2) 7-6, 
(2) 4-6-7, (1) 6-6, (1) 2-4-5, (1) 3-6-7, 
(1) 1-2-16/S-6-6, (2) 1-2-18/A-3-4. 
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SPECIAL RULES 
1. Both sides may fire across the 
river (5.23). 


2. When moving through non- 
road hexes infantry and artillery 
units have one added to the terrain 
costs for snow. 


3. Four German units must 
remain adjacent to the river at all 
times. 


4. On game turn £1 the 
Russians have one added to all 
combat resolution die rolls to simu- 
late surprise. 


. 5. All German attacks from the 
north (east in the original game), 
northeast, and northwest are 
resolved using the highest differen- 
tial. This rule simulates the effects 
of German attacks made on the rear 
and flanks of advancing Soviet units 
which took them completely by 
surprise. 


6. All German infantry units be- 
ginning the game in non-town 
hexes, adjacent to the Psel River 
have one added to their defense 
strengths due to the fact that they 
are assumed to be occupying strong- 
points. If for any reason these units 
move they immediately revert to 
their indicated defense strength for 
the remainder of the game. 
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Australia 
Australian Games 
1929 Malvern Road 


Panther Games 
P.O. Box 8 


Tel. (03) 25 3145 


RCH 


GET YOUR COPY 
OF WARLORDS 


ом SPECIAL at ONLY 


WARLORDS 


China in Disarray, 1916 - 1950 


East Malvern Vic 3145 Hughes ACT 2605 
Tel. (062) 81 5150 Tel. (818) 956 0431 


VICTORY CONDITIONS 


The Russians win by moving 
any five tank units south of the 0800 
hexrow by the end of the tenth turn. 
The Germans win by preventing the 
Russians from achieving his victory 
conditions, or by eliminating four- 
teen Russian units. С. 


A$29.95 


(US$24.95) 


U.S.A. U.K. 
John Cummings Games of Liverpool 
513 South Pacific # 6 89 Victoria St. 
Glendale CA 91204 Liverpool L1 6DG 
Tel. (051) 236 2605 
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Many new situation cards are 
presented to our readers on the 
variant page this issue. The only 
additional rule is either player, if 
not allied to the Black Republic, 
may shuffle the situation cards 
at any time. 

Following, is a detailed descrip- 
tion of each new situation card: 


#33 Black launches an imme- 
diate surprise attack on your op- 
ponent. You may give orders to the 
Black Leader and use all Black 
forces which attack at double value 
(before any other modifications) for 
this turn only. Ignore this if black is 
already at war. 


#34 Black withdraws complete- 
ly from the war. At the end of the 
game turn, remove all Black units 
from the game. Black will remain 
neutral for the remainder of the 
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game, so ignore any future situation 
cards concerning Black. The Black 
Republic may not be invaded by 
either player. Ignore if Black is not 
at war. 
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#35 You have just pulled off а 
Coup d'etat. All Guards are removed 
(exception: Paratroopers), and all 
cities under your control, riot. One 
combat unit (not a HQ or 
Fortification Unit) must garrison 
each city hex for this turn and the 
next, and your F/M counter must 
spend two turns in your capitol. You 
are free to command your Marines 
and Paratroopers beginning next 
turn. One reserve unit per turn 
may be replaced in addition to 
your normal replacements. 
KEEP THIS CARD as it supercedes 
many others concerning your 


by Alan Emrich 


former Leader and will serve as a 
reminder of your increased replace- 
ments. 


#36 Political unrest causes a 
troop demobilization. Remove all 
your reserve units in Southern 
Command and on the board not 
within two hexes of an enemy unit. 
Ignore if drawn before turn three. 


#37 A major offensive has been 
planned in your command sector. 
Add one to the combat strengths of 
all your units for this turn only. Two 
airstrikes are available, plus all 
paratroop units are also available. 
For this turn only. You must make 
at least five attacks at 2-1 or 
higher odds involving at least two of 
your armies. 
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#38 Ammunition shortage. АП 
of your units attack at half strength 
(round up), before other modifica- 
tions. On his next turn, your 
opponent’s attacks against you will 
be one odds column higher. 


#39 You have been replaced by 
an inferior Field Marshal. Reduce 
your F/m bonus by one odds column. 
(This event may be repeated). 


#40 You are allowed to conduct 
a major amphibious assault. This 
turn only, you may land your 
Marines (roll a die for the beach: 
One or two is beach one, three or 
four is beach two, five or six is beach 
three). You may also drop 
paratroopers which must be able to 
trace supply to the assaulted beach. 
Additionally, you may place any of 
your next turn’s replacements on 
that beach as a ‘second wave’. 


#41 Your Southern Command 
Field Marshal is killed and you 
must take his place. Move your F/M 
piece to Southern Command. You 
may return by any friendly road 
once you have obtained a ‘Southern 
Command doing well’ result on a 
future card. 


#42 High national morale 
increases enlistment. You may 
replace one additional non-mechan- 
ized reserve unit per turn as long as 
your Leader is in the capitol. KEEP 
THIS CARD as a reminder of your 
increased replacements. However, 
discard it if your Leader is ever 
removed from the capitol, or if you 
obtain a ‘Southern Command doing 
poorly’ result on a future card. 


#43, #44, and #45 Your war 
economy improves. Increase your 
mechanized and non-mechanized 
replacements by one for the rest of 


the game. KEEP THIS CARD as a 
reminder of your increased replace- 
ments. 


#46 Substantial foreign assis- 
tance allows you to replace (and 
freely use from now on) your choice 
of either all regular Guards or all 
Paratroopers or all Marine units. 
Paratroopers and Marines may be 
dropped or landed, respectively, if 
held off the board until used. 


#47 and #48 Continued sup- 
port by an allied, foreign power 
allows you substantial aid each 
turn. Add either one replacement (of 
any type of unit) or one airstrike, in 
addition to your normal replace- 
ments for the rest of the game. 
KEEP THIS CARD as a reminder of 
your increased replacements. 


#49 and #50 One massive 
(two odds column shift) airstrike is 
available to you for this turn only. 


#51 Southern Command doing 
poorly. One of your three-per-game 
airstrikes must be used this turn on 
Southern Command. 


#52 Southern Command doing 
poorly. One Guard, Paratroop, or 
Marine unit (if available) must be 
immediately dispatched to Southern 
Command. 


#53 Southern Command doing 
well. Eliminate two opposing units 
in Southern Command. Chosen at 
random. 


#54 Southern Command doing 
well and captures critical oil re- 
sources. You may replace one 
additional mechanized unit per 
turn, and are immune to fuel 
shortages, until you receive a 
‘Southern Command doing poorly’ 
card. KEEP THIS CARD as a 
reminder of its special effects. 


#55 and #56 One airstrike 
available to you this turn only. 
(Cannot be accumulated). 


#57 Two airstrikes available to 
you this turn only. (Cannot be 
accumulated). 


One other factor that can easily 
be added to Field Marshal is 
weather. For simplicity, have each 
game turn represent one month of 
real time, and use the weather table 
following: 


Field Marshal Variant Weather Table 


1 
2 
3 
Г 
5 
б. [een] rm 


Weather Effects: 


Month 


"= 121519191918121518131- 

(2) (3) (4) (5) (6) (7) (8) (9) (12) 

| Snow | Mud | Clear | Clear | Clear | Clear | Clear | Clear | Clear | Clear | Clear | Clear | 

Mud Clear | Clear | Clear | Clear | Clear | Mud | Snow | 

| Snow | Snow | Mud | Clear | Clear | Clear | Clear | Clear | Clear | Mud | Mud | Snow | 
| Mud | Clear | Clear | Clear | Clear | Clear | Mud | Mud | Snow | 

| Snow | Snow | Snow | Mud | Мод | Clear | Clear | Clear | Clear | Mud 


Clear: No Effect on movement or combat. 
Mud: Treat clear and river hexes as swamp, and swamp hexes as impassable 
for movement. All attacking units are 1/2 strength (round up per unit). No use of 


air power or para drops. 


Snow: All movement factors are halved (rounded up). Treat swamps and 
rivers as clear and mountain hexes as impassable for movement, Subtract one 
strength point from the value of each attacking unit in combat. 

Notes: Impassable terrain may not be entered while it is impassable (units 
already in such terrain may stay or exit, but not enter another impassable hex 
during movement). No units may attack from an impassable hex! Any unit entering 
an impassable terrain hex is eliminated instead. Weather never effects Southern 


Command. 


Weather Rules: 


Begin the game by rolling two dice. Their total indicates the month that the 
game begins as indicated by the numbers below each month (the game cannot 
begin in December). To begin each turn, one player rolls a die and consults the 
Weather Table for that month (turn), with both players sharing the effects of the 
result. For added realism more consistent with the game scale, each turn should | 
represent two weeks, so flip the game turn marker over to indicate weather the 
current game turn is the first or second half of the month in progress. Roll for 


weather each two week game turn. 
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If for any reason the defending 
player fails to shift or play on the 
new front, the player owning the 
new front scores an immediate 
Advance, even though it is not his 
turn. (see Advance). 


At any time a new front is 
opened, or defended against, players 
replenish their hands to pre-turn 
levels. 


TACTICAL BOMBING 

Tactical Bombing cards may be 
played as a player’s regular turn. 
Each removes one randomly selec- 
ted card from an opponent’s front. 
An unlimited number of Tactical 
Bombing cards may be played in one 
turn, but all must come from one 
player’s hand; not from partners. If 
several cards are played, the player 
replenishes his hand at the end of 
his turn. 


Tactical Bombing may also be 
conducted by simply playing the 
Tactical bombing cards at the same 
time as the OS or FM cards. An 
unlimited number of Tactical 
Bombing cards may be played in 
this way, and they may come from 
the player’s hand or from the 
front(s) involved in the offensive. If 
several offensives are being 
conducted (see Simultaneous Offen- 
sives), the Tactical Bombing cards 
from a player’s hand may be played 
where he sees fit. Tactical Bombing 
cards brought from other fronts may 
only be used against the fronts they 
are attacking. Tactical Bombing 
cards may not be played against 
fronts not involved in the offensive. 
They may be saved and played as a 
part of a Continued Offensive (see 
Continued Offensive). It is not 
required that these cards be played 
during an offensive, and the playing 
of one does not require that more be 
played. 


The defensive player may also 
play Tactical Bombing cards during 
an offensive, but only if the cards 
are at the front being attacked, or if 
they are played from the attacking 
player’s hand during a Continued 


Offensive. If partners are playing, 
these cards may only come from the 
hand of the player whose turn it is 
next. 


Tactical Bombing cards which 
are in a front being attacked must 
either be played or discarded. They 
do not count as losses, but simply 
discarded. 


STRATEGIC BOMBING 

Strategic Bombing cards are 
still played in the same manner as 
in the original game, and with the 
same results: Loss of a card from 
your opponent’s hand. They may 
also be played as a part of a 
Continued Offensive. Strategic 
Bombing during a continued 
offensive may only be done by the 
attacking player, or team, and only 
one Strategic Bombing card may be 
played per front per continuance. 
Strategic Bombing during a 
continued offensive may be done by 
any member of the attacking team. 
The defender’s cards lost during 
Offensive Strategic Bombing are 
not replenished, whereas the hands 
of the attackers are. 


OFFENSIVES 
The standard scoring method, 
and the meat of the game is the 
offensive. They are conducted as 
follows: 


1. Phasing player plays an 
Offensive Supply (OS) or Field 
Marshal (FM) card to each front 
which he will attack. OS cards must 
come from the player’s hand. FM 
cards may come from his hand or 
from the front making the attack. 
Partners may not supply these 
cards. 


2. Phasing player may play Tac- 
tical Bombing cards from his hand 
or from the front(s) involved against 
the defensive front(s) involved. 
Effects occur immediately. 


3. Any Tactical Bombing cards 
in the Defending Front(s) are played 
against the Attacking Fronts). 


4. Phasing players may play 
Airborne Unit cards from their 
hand(s) to the attacking front(s) as 
they so desire. 


5. Offensive points for attacking 
units are added up; defensive points 
are added up, and the player with 
the highest total, scores the 
difference between the two. 


6. Losses are taken (see Losses). 


7. The phasing player must then 
decide whether to halt the offensive, 
continue, or (if possible) conduct an 
unopposed offensive, or an advance. 


LOSSES 
After the scoring phase of an 
offensive, the attacking player rolls 
one die. This gives the number of 
cards lost from EACH front, 
attacking and defending. Losses are 
taken in the following order: 


Attacker: 

1. Unused Tactical Bombing 
cards until gone. 

2. 3-2 Airborne cards until gone. 

3. (optional) Field Marshal card 
Players may take these as losses, or 
keep them and go on down the list; if 
only ЕМ card remain, they must be 
taken as losses. 

4. One 6-4 Armor card. 

5. One 4-4 Artillery card. 

6. One 4-3 Armored Infantry 
card. 

7. Either a 3-3 Combat Engineer 
OR an 0-6 Land Mine card. 

8. 2-2 Infantry cards until gone. 


* 

If, after reaching this point on 
the list there are still more losses to 
be taken, go back to the top of the 
list and go through it again until all 
losses are taken or the front is 
empty. 


Defender: 

Discard all unused Tactical 
Bombing cards. These do not count 
toward losses taken, but are in 
addition to. Then lose the following: 


1. 2-2 Infantry cards until gone. 
2. (optional) Field Marshal card. 


3. 3-2 Airborne cards until gone. 

4. Either a 3-3 Combat Engineer 
card OR an 0-6 Land Mine card, 
player’s choice. 

5. 4-3 Armored Infantry cards 
until gone. 

6. 4-4 Artillery cards until gone. 

7. 6-4 Armor cards until gone. 

8. 3-3 Combat Engineer, 0-6 
Land Mine, or Field Marshal cards. 


Again player’s choice until all 
losses are taken, or until the front is 
empty. 


If the die rolls call for more 
losses then there are forces avail- 
able all losses are taken and the 
excess is ignored. 


Ifa New Front card if left with 
no other units, it is discarded, and 
the front is closed. 


NOTE: These loss rules apply 
only to standard opposed offensives. 
If the front is not defended, either at 
the initial offensive, or as part of a 
continued offensive, see rules for 
Unopposed Offensives and Advan- 
ces. 


CONTINUED OFFENSIVES 

After Offensive Phase 6 (losses), 
the attacking player may choose to 
continue the offensive. In order to do 
so he must have at least one card 
with an offensive value left in the 
front, and at least one OS or FM 
card available. 


A Continued Offensive is con- 
ducted like any regular offensive 
except: 


1. No Airdrop of 3-2 cards. 

2. Any player in the game may 
play Tactical Bombing cards from 
his hand. 

3. Strategic Bombing may be 
performed by the attacking player 
against either the defender’s front 
or hand. 


Continued Offensives are con- 
tinued as long as the attacking 
player desires and as long as there 
are cards to sustain it. An offensive 


may not start on one front and 
continue to another. If the attacker’s 
front is exhausted; the offensive 
stops. If the defensive front is 
exhausted, the offensive may 
continue. (See Unopposed Offensives 
and Advances). 


UNOPPOSED OFFENSIVES 

When the phasing player’s front 
is an unopposed area, he may 
conduct an Unopposed Offensive. He 
does this either as the first part of a 
play or as a Continued Offensive. 
The Unopposed Offensive is 
conducted exactly like a normal 
offensive except for Phase 6 
(Losses). In an Unopposed Offensive 
the attacking player rolls two dice 
and loses the smaller of the two 
numbers. He may take losses in any 
order he chooses; the loss schedule 
being ignored in this case. 


Considering the cards he pos- 
sesses, the attacking player may 
conduct as many Unopposed Offen- 
sives as he wishes. 


SIMULTANEOUS 
OFFENSIVES 

Offensives may be conducted on 
more than one front at a time. An 
OS or FM card is required on, or 
from, each front. If a player attacks 
on one front and then wishes to 
attack on another front, he may do 
so only if he continues the offensive 
on the first front. Airborne units, 
Tactical Bombing, and Strategic 
Bombing cards when played by the 
phasing player may be divided 
amongst fronts involved in the 
attacks, at the desire of the 
attacker. Remember, though, Air- 
born cards may only be played from 
the player’s hand on the initial 
attack on a front, defensive Tactical 
Bombing may only be played from a 
player’s hand during a Continued 
Offensive, and Strategic Bombing as 
a part of an offensive may only be 
used during a Continued Offensive. 


ADVANCES 
If a phasing player’s front faces 
an unopposed area, he may wish to 
perform an Advance. No OS or FM 
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card need be played. The player 
simply announces the Advance, and 
scores one-half the offensive points 
in his front. He then rolls a die, and 
if the result is an even number he 
loses one card of his choice from the 
front. If the result is an gdd number 
there is no loss. 


No more than one Advance may 
be performed on any one front in 
any one turn. There is no Continued 
Advance. If the Advance is not the 
last step in an offensive, than the 
Advance does NOT constitute the 
phasing player’s turn, and other 
actions may be performed. 


AIRBORNE UNITS 
OS cards may still be used to 
pull all Airborne cards from all 
fronts to a single front. This action 
does not begin an Offensive, but one 
may ре started by playing an 
additional os or FM card. 


When an offensive begins, ALL 
Airborne cards from the hand of any 
phasing team member may be 
immediately added to the front(s). 
During simultaneous offensives the 
Airborne cards may be distributed 
as the phasing player(s) wishes. 
Airborne units may not be played 
during a Continuing Offensive. The 
defending player(s) may not play 
Airborne units during an offensive. 


ENDING THE GAME 


Four players: The game ends 
when all the cards have been drawn 
from the deck, and all cards in the 
players’ hands have been played or 
discarded, or when all fronts are ex- 
hausted and the highest score is 150 
or higher. If all fronts are 
exhausted, but the highest score is 
less than 150, each player scores 
one-half the offensive value of the 
cards in his hand plus one point for 
any card without an offensive value. 
All cards are then discarded, the 
deck is reshuffled, and a new hand 
is dealt. The game always ends if 
the deck is exhausted, no matter 
what the score. 
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Six players: Same as for four 
players except that the game is 
played to 100 points. 


Two players: Same as for four 
players except that the game is 
played to 100 points, and the deck is 
not reshuffled. If the fronts are 
exhausted, score the hands as above, 
discard them, and deal the next 
hand from the remaining deck. If 
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there are less than 14 cards left, 
deal them out equally, discarding 
the odd card. If there are less than 4 
cards left in the deck, no new hands 
are dealt. The deck is considered 
exhausted, and the game ends. 


That’s about it. These rules 
pretty much plug up the holes that 
seemed to exist in the original rules. 
For anything not mentioned, refer 
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to Ше original rules. 


Now, let’s see, what to do next? 
Hey, Flying Buffalo’s Nuclear War 
cards are the same size as Combat 
Cards. Now, if we combine the two 
decks, and change a rule here and 
there.... Boy! Talk about escalation! 
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PANTHER GAMES / DIVERSE TALENTS INC, 
WARLORDS ОЕ THE WORLD 


PETITI 


Have you got what it takes to win the "Warlord of the World" title? If so, we'll fly you to the other end of the world 
to defend it. 

Two overseas trips, A$200 in cash and A$100 worth of Panther Games products are up for grabs in the 
most daring and richest competition the industry has known. 

If you win the Warlords of the World Tournament at the Australian GAMES 87 Convention held in Melbourne from 17-20 
April 87 (Easter), we'll fly you (return economy class) to the USA to defend your "Warlord of the World" title at the 
ORIGINS 87 Convention to be held in Baltimore from 3-5 July 87. Free accomodation for the duration of the convention 
will also be provided. 

The winner of the US tournament will win a return economy class air fare to defend the title at the Australian GAMES 88 
Convention (Easter 88). Free accomodation for the duration of the convention will also be provided. 

In addition, you can enter the Warlords of the World Lucky Draw. If your completed entry is the first drawn at 
ORIGINS 87 you will win A$100 of Panther Games products and A$200 in cash. 


HOW TO ENTER 

To enter the Australian tournament, write to GAMES 87, 1929 Malvern Rd, East Malvern, VIC 3145, Australia. 
To enter the US tournament, write to ORIGINS 87, PO Box 15405, Baltimore, MD 21220, USA or call (301) 298 
3135 for details. 

To enter the Lucky Draw, you must complete the following entry form and survey and send it, postmarked no later than 10 
June 1987, to Warlords of the World Lucky Draw c/o DTI, PO Box 8399, Long Beach, CA 90808, USA. 

No purchase necessary. Void where restricted, taxed or prohibited. 


RESULTS 
All winners will be announced at ORIGINS 87 and published in Breakout and Fire & Movement magazines. 
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WARLORDS TOURNAMENT RULES 


WARLORDS 


China in Disarray, 1916 - 


1. Introduction 
1.1 General 


These are the rules for the Warlords tournaments game. They are a 
streamlined version of the original rules and are all you need to play 
the tournament game. 


The tournament game is for four players (Chang, Feng, Sun and Wu) 
and runs for four years. It is designed to be played in three and a half 
hours, including half an hour for initial set up and deployment. No 
more than two minutes should be allowed for each player to complete 
their Movement Segments and their Force Production and 
Deployment Segments. 


A tournament will consist of a number of preliminary rounds and one 
play-off round. Players don't have to participate in each preliminary 
round and can make it to the play-off with just one high score - see 
Section 13. 


1.2 Start Sequence 

1. Place the four faction markers in a cup and determine which 
faction players control by random draw. Repeat to dermine the at- 
start order of initiative. | 


2. Set up Ше game record display with all factions having zero 
political status. Place the year marker in the 1947 box and the turn 
marker in the Cycle box. Place the faction markers on the Iniative 
track in the order drawn. 


3. Place the 27 province chits in a cup. Each player in order of 
initiative determines which provinces they control by randomly 
drawing six chits. A minor warlord army is placed in each of the three 
remaining provinces. 


4. Each player in order of initiative sets up their faction display with 
their at start supply of 200 RPs. From this total players must 
purchase armies (@ 2 RPs each) and factors (@ 1 RPs each) and 
deploy them within their controlled provinces. Atleast one army (with 
at least one factor assigned) must be deployed per province : there is 
no maximum limit per province. The number of factors assigned to 
each army must be recorded on the faction display and the current 
RP total reduced accordingly. A maximum of 5 minutes is allowed for 
each player to accomplish this task. 


5. Each player in order of initiative must deploy their capital marker 
to one of their controlled provinces. 


6. Play now begins with the First Faction OP Phase of the First OP 
Turn - ie. there is no Cycle Turn in the first year. | 


2. Game Components 
2.1 General 


In addition to these rules and the normal components you will need to 
copy and provide four “tournament” ready reference sheets and four 
faction displays. You will also need some spare counters for 
recording details of army strengths on the faction displays : we 
recommend you use a spare set of army counters. You need to mark 
three blank counters for recording "units", "tens" and "hundreds" on 
the RP track. 


1950 


fel 
2.2 Counters 


There are two types of counters - armies and markers. Armies 
represent the forces of each faction and bear their faction's symbol 
and their individual designation. Faction armies use a large counter. 
Minor warlord armies use a smaller counter. Markers are used to 
record information and represent capitals. 


Example of an army: 


Faction Symbol 


#ጋ 


Army Designation 7 


2.3 Map 


The map depicts China during the first half of this century. There are 
two numbers in each province indicating its resource and forage 
values - see map key. The factory symbol in Liaoning province, the 
resource value in Mongolia and the "Japan" box have no effect in the 
tournament game. 


The terrain in all provinces is open unless indicated as rough. The 
borders between some provinces are depicted as mountainous. 
Refer to the Terrain Effects Chart (TEC) for details of their effect on 
movement and combat. 


3. Armies 


The forces of each faction/warlord are represented by its army 
counters, to which strength factors (of around 5000 men) are 
assigned. The current strength of each army is recorded by the 
controlling player on the faction display. All armies have a maximum 
capacity of 10. 


The phasing faction may transfer factors between armies within the 
same province at the start of the Movement Segment. Factors may 
not be exchanged between armies of different factions. Both 
attacking and defending factions may transfer factors amongst their 
respective armies at the end of any combat. 


Armies and factors are produced in accordance with Section 6. The 
number of armies each faction can have in play at any time is limited 
to the counter mix (ie. 24). 


Disbandment. An army is disbanded irnmediately if it has no 
factors left; it cannot be supplied (funded or forage) or; it cannot 
retreat from combat. A faction may voluntarily disband an army 
during its Movement Segment and during the Production Phase. 
When an army is disbanded its counter and any factors assigned are 
removed from play. 


4. Sequence of Play 


Each year comprises a Cycle Turn and three identical Operations 
(OP) Turns. The turns are composed of phases which must be 
completed in sequence. Some phases are themselves divided into 
segments, which also must be completed in sequence. 


WARLORDS TOURNAMENT RULES 


The term ‘phasing faction’ is used during OP Turns to refer to the 
faction who currently has the initiative and is therefore conducting its 
OP Phase. 


The sequence of play for a year is: 


Cycle Turn 


1. Production Phase 
a. Taxation Segment 
b. Force Production and Deployment Segment 


First OP Turn 


1. Initiative Phase 
a. Determination Segment 
b. Adjustment Segment 


2. First Faction OP Phase 
a. Supply Segment 
b. Movement Segment 
c. Combat Segment 


3. Second Faction OP Phase 
4. Third Faction OP Phase 
5. Fourth Faction OP Phase 
6. Game Turn Interphase 


Second OP Turn 
Third OP Turn 


5. Political System 
5.1 Political Status 


The political fortune of each faction is measured in terms of political 
points (PPs) and recorded on the Political Status Track. Political 
status is used to determine initiative and victory - see Sections 7 & 
13. 


Political Points (PPs). These are gained and lost in the course 
of play for winning and losing battles, gaining and losing control of 
provinces and for moving one's capital. Consult the Political Points 
Schedule for details. Adjust the track immediately these events 
occur . 


In addition, each faction's political status is automatically афиш с 
(gravitated) at the end of the Initiative Phase of each OP Turn. , 
increased one point if its status is currently negative; decreased one 
point if positive and not adjusted at all if at zero. 


ል faction's political status cannot go ab. « or below +/-15 PPs. 
Adjustments that would exceed these limits are дп. ">а. 


5.2 Diplomacy 

There is no private diplomacy or formal alliances in the tournament 
game. However, players may at any time openly negotiate deals and 
make informal agreements. 


5.3 Informal Agreements 

These may take any desired form and be negotiated between any 
number of players. They might include mutual non-agression pacts, 
allocation of spheres of influence, exchange of RPs for certain 
concessions or actions (ie. bribes) etc. 


Informal agreements have no binding force. They may be broken at 
any time with no loss of PPs (though the same can't be said for your 
credibility). However, any exchange of RPs must occur immediately. 


6. Revenue and Production 
6.1 General 


Revenue is measured in terms of resource points (RPs) and recorded 
on each players track display. While players may receive bribes the 
principal source of revenue is taxation. 


Taxation. In the Taxation Segment each faction receives RPs equal 
to the resource value of its controlled provinces. Players may agree 
to share the resources of a province. 


Bribes. Players may at any time offer and agree to receive bribes for 
services rendered/actions not taken etc. Payment must be made 
immediately. 


6.2 Force Production 

During the Force Production and Deployment Segment new armies: 
and factors are produced and deployed onto the map. Each new 
regular army costs 2 RPs and each regular factor costs 1 RP. 


No more than one new army can be produced per controlled province 
and no more factors can be produced in a given province than its 
resource value. The resource value of one province cannot be used 
to produce factors in another. 


Forces must be deployed immediately within the province they were 
raised and the army and RP tracks adjusted accordingly. 


7. Initiative 

Initiative determines the order in which factions conduct their OP 
phases - the faction ranked first operates first etc. Initiative is 
determined during the Initiative Phase by refering to the Political 
Status track and ranking each faction in descending order according 
to its current political point (PP) score. 


Use the faction markers and the Initiative track to display the current 
order. Where more than one faction has the same score their 
respective order should be determined by rolling the dice. 


8. Supply 


Supply is determined for each faction at the beginning of their OP 
Phase. Each army must be supplied by either foraging or funding. An 
unsupplied army must disband. 


Foraging represents troops living off the land. Armies that forage 
cannot move or attack but can defend. The number of armies that 
can forage in a province is limited to its forage value. 


Funding represents the expenditure of resources to allow armies to 
move and attack. Funding an army for one OP Phase costs one RP, 
regardless of the number of factors assigned. To force-march costs 
two RPs - see Section 12. 


Ainor warlord armies are always assumed to be funded. Armies in 
excess of forage values must be funded even if they don't move or 
attack. There is no limit to the number of armies that may be funded 
in a given province. 


9. Movement 


Except to retreat from combat (see Section 10) armies can only be 
moved during the Movement Segment of their faction's OP Phase and 
only if they are funded. Armies may be moved individually or in 
stacks. Each army has a movement allowance (MA) of two 
movement points (MPs), which it may expend during its OP Phase. 


To enter a province a regular army expends one or more MPs in 
accordance with the TEC. Unexpended MPs may not be accumulated 
from one segment to the next. 


Force-march. For the expenditure of an extra RP a regular army 
may force-march, thereby increasing its MA for the segment to 3 
MPs. 


Restrictions. Armies of the phasing faction must cease 
movement upon entering a province which contains armies of another 
faction, unless the other faction grants transit rights. Armies may not 
enter a province unless they have sufficient MPs to do so. Note that 
armies must force-march to enter an adjacent province with rough 
terrain across a mountainous border. 


10. Combat 
10.1 General 


Combat can only occur during a Combat Segment. All phasing armies 
must attack all non-phasing armies located in the same province, 


WARLORDS TOURNAMENT RULES 


unless all factions involved agree not to. Phasing armies are 
automatically committed to combat when they enter a province 
controlled by a minor warlord. Non-phasing armies are automatically 
committed to combat if attacked. 


The phasing player chooses the order in which the individual combats 
are conducted. 


In a given Combat Segment, phasing armies may only conduct one 
attack and non-phasing armies may only defend once, though see 
Section 10.3 for details on retreating forces who are subsequently 
involved in combat. 


Combat Sequence. Each combat uses the following sequence: 


1. Determine and declare combat strengths 
2. Each side rolls one dice 

3. Apply terrain modifiers 

4. Determine and apply casualties 

5. Conduct retreats 

6. Adjust political status track 


Combat Strength. The combat strength of a force is the sum of 
its factors. 


Terrain Modifiers. In rough terrain the attackers die roll is 
reduced by 1. There is no effect on the defender's die roll. 


10.2 Casualties 

Determination. In step 4 of the combat sequence each side cross- 
references its modified die roll with the Combat Results Table (CRT) to 
obtain the number of factors lost by the opposing side. Where a force 
consists of say 37 factors, consult both the "30" and "7" lines, adding 
the results to determine the total casualties. 


Example: a Sun force of 37 factors attacks a Wu force of 21 factors. 
Sun rolls a 5 which means Wu loses 11 factors (9 + 2). Wu rolls a 4 
whch means Sun loses 5 factors (5 + 0). 


Application. Casualties must be applied immediately. They may 
be distributed amongst participating armies in any manner desired. If 
a force consists of armies from more than one faction, casualties 
should be disributed amongst the factions on a pro-rata basis. If all 
the factors of an army are eliminated the army must disband. Players 
may freely re-allocate factors amongst their armies at the end of a 
combat. 


Example: A defending force of 2 Feng armies (10 and 9 factors) and 2 
Chang armies (7 and 2 factors) suffers a loss of 6 factors. As the 
ratio is approximately 2:1, the Feng would lose 4 and the Chang 2 
factors. The Feng chooses to lose 2 factors off each of his armies, 
while the Chang prefers to eliminating one of his army altogether. 


10.3 Retreats 

After applying casualties only the victorious side may remain in the 
province. The losing side (ie. the side which lost the most factors or 
the attacker if both lost an equal number) must retreat into an 
adjacent province or else disband. 


Retreats do not need funding and may be conducted into or across 
any non-prohibited terrain. A force may not retreat into a province, 
controlled by another player, without permission. A force may be split 
up into different groups and retreated in different directions. 


A force may retreat into a province that is yet to undergo combat, but 
may not participate in the forthcoming battle - ie. it cannot contribute 
its strength and cannot be used to take casualties. If the defending 
forces are defeated it must retreat again. 


11. Minor Warlords 


Three provinces will begin the tournament game controlled by a minor 
warlord. || at the end of a Movement Segment or immediately during a 
Combat Segment a province is unoccupied, a minor warlord is 
automatically created and a new minor warlord army placed in the 
province. 


Minor warlord armies are always considered in supply. 


Minor warlords cannot move or attack. They do, however, defend 
against all invading armies. Minor warlords never grant transit rights. 


If defeated in battle minor warlord armies cannot retreat and are 
disbanded. 


Combat Strength. The combat strength of each minor warlord is 
randomly determined prior to each combat in which it participates. 
Roll a dice and consults the Minor Warlord Combat Strength Table on 
the Ready Reference Sheet. 


12. Capitals 
12.1 General 


Each faction has a counter to represent the location of its capital (ie. 
the centre of its administration and its military and political HQ). 


While a capital can never be destroyed, it is displaced immediately its 
faction no longer controls the province in which it was located. In 
displacing it must be moved to the nearest province controlled by its 
faction. Where more than one is eligible the player can choose. 


A faction loses 1 PP if its capital is displaced to an adjacent province 
and 2 PPs if forced to displace to a non-adjacent province. These PP 
adjustments are in addition to those for losing control of the province. 
Players may not voluntarily displace their capital without also losing 


control of its province. 


12.2 Elimination of a Faction 
f a faction cannot find a home for its capital (ie. it controls no 
provinces) it is eliminated from the game immediately. 


13. Victory 
13.1 General 


Victory is determined at the end of the fourth year or at the end of the 
current OP Turn if the session time has elapsed. Each surviving 
faction is awarded victory points (VPs) as follows: 


- 1 VP for each army counter 

- 1 VP for each factor 

- 1 VP for each RP on hand 

- VPs equal to the total RP value of controlled provinces 
- +/- VPs equal to the current PP total 


The winner of any particular game is the person with the highest VP 
total. Eliminated players automatically score a zero. 


13.2 Play-off 


Depending on time available, a tournament will contain a number of 
preliminary rounds and one play-off round. Depending on numbers, 
the play-off will consist of two or three games run simultaneously 
between eight or twelve finalists. 


The finalists will be selected at the end of the preliminary rounds and 
allocated randomly to a particular game. The play-off will be played 
and victory determined using the same rules and under the same 
conditions as the preliminary rounds. A tied result in the play-off will 
be resolved by ranking preliminary round scores. 


Ranking. The finalists are selected by ranking all players according 
to their highest score in any individual round. The top eight or twelve 
ranking players are selected. 


If it is not possible, using only the highest scores, to select the 
finalists, then those near the top should be ranked again using their 
second highest scores and so on until the eight or twelve highest 
ranking players are determined. 


Example: in a tournament with over 100 players, ten have highest 
scores of over 100 VPs and so are automatically selected for the play- 
off. Three players have highest scores of 99 VPs and so must be 
ranked using their next best scores. Of these one has a score of 80 
VPs, the second has 75 VPs and the third has 48 VPs. The player 
with only 48 VPs would miss out and the other two selected for the 
play-off. 


Each player's score for each round should be recorded. Players 
don't have to participate in every round, but score a zero for those in 
which they don't play. So while it's possible to take out the 
tournament with just one high score, the more rounds you play the 
better your chances when being ranked. 


READY REFERENCE SHEET 


Sequence of Play Terrain Effects Chart 


Cycle Turn 
Production Phase 
Taxation Segment 
Force Production & Deployment Segment 


First OP Turn 

Initiative Phase 
Determination Segment 
Adjustment Segment 

First Faction OP Phase 
Supply Segment 
Movement Segment 
Combat Segment 

Second Faction OP Phase 


Key (a) = Attackers die roll diced by one 


Combat Results Table 


Tid Faction OP Phase 14፡46 
Fourth Faction OP Phase 
Game Turn Interphase 


Second OP Turn 
Third OP Turn 


Political Points Schedule 


Faction Display 
Armies 


ሟያ 
79 
ሀን 


59 


QUICK AND DIRTY VARIANTS 


WORLD IN FLAMES 
By Alan Emrich 


Here are some interesting 
options that were excluded from the 
latest edition rules to World in 
Flames. Special thanks are due to 
Bill Salvatore and his Firebrands 
newsletter exclusively covering this 
game (you can get the latest issue by 
sending an SASE to: Firebrands, 
19985 Wild Cherry Lane, Waters' 
Landing, MD 20874-1015). 


23.13 Middle East Transit Boxes 

Add the following boxes to the 
European map: KHURASAN (cli- 
mate is Mediterranean, city is Yazd) 
which connects to Tehran, the 
Persian oil well, TURKISTAN and 
EASTERN PERSIA; EASTERN 
PERSIA (climate is Temperate, 
city is Zaheedan) which connects to 
TURKISTAN, KHURASAN, and 
BALUCHISTAN; TURKISTAN 
(climate is Temperate, city and port 
is Krasnovosk) which connects to 
URALS, KHURASAN, EASTERN 
PERSIA and the Caspian Sea. 

Add the following boxes to the 
Pacific map: BALUCHISTAN (cli- 
mate is Temperate, city and port is 
Karach) which connects to EAST- 
ERN PERSIA, PUNJAB and the 
Arabian Sea; and PUNJAB 
(climate is Arctic, city is Lahore) 
which connects to BALUCHISTAN 
and the Agra/Delhi off-map box. 


quite well. 


Unlike the land links connect- 
ing the two maps through Russia, 
these new land links through the 
Middle East may not be used for any 
form of Strategic Movement. 


23.9 Spanish & Turkish Minors 

The Spanish set-up force pool 
may be expanded by two infantry 
and one headquarters unit. The 
Turkish force pool may be expanded 
by one infantry and two cavalry 
units. 

Note that his may cause some 
confusion on the production spiral 
when a minor unit is produced (is 
this new unit Iraqui, Yugoslavian, 
Spanish or Turkish?). In such cases 
where a newly arriving minor unit 
may be placed within the force pool 
limits of more than one country, roll 
a die to determine which one will 
receive it. 


THIRD REICH 
By Alan Emrich 


Allow me to suggest for your 
playtesting an idea for a compromise 
between full (15 BRP) Offensive 
Options and free (0 BRP) Attrition 
Options. Quite simply, it expands 
your options by one by creating the 
Limited (8 BRP) option in THIRD 
REICH. We've found that it works 


Фа 
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Limited Offensive 
Options 


During the ‘Declarations of War 
& Option Declarations’ phase, a 
player may additionally opt to take 
a Limited Offensive Option on a 
given front. A Limited Offensive 
Option costs eight (8) BRPs and 
may be taken in conjunction with 
any option chosen by another player 
on that front. The player choosing a 
Limited Offensive Option may per- 
form a normal Attrition Option, plus 
one of the following Offensive 
Actions: 


1. One Naval 
Mission, or 

2. One or two of either (or one of 
each) Counter-air, or Air Attack on 
Naval Bases air missions, or 

3. Gain one column shift on the 
Quarterly Attrition Table (if used, 
and if at least one player chose this 
limited, offensive action for that 
front) or, if already using the high- 
est column on that table, subtract 
one from the die roll (a roll of ‘0° 
being treated as ‘1’), or 

4.Perform one ground attack on 
the Offensive Combat Results 
Table (This would prohibit Quar- 
terly Attrition Combat on the same 
front on that turn. See below). 


Transport 


A player choosing a Limited 
Offensive Action may fully support 
it with air and naval interceptions, 
ground support, and airborne drops 
among his own forces (only). In 
addition to this, he may use what- 
ever support he can get from his 
allies’ forces. 

Offensive and Attrition combat 
may not be both performed on the 
same front in the same turn by the 
same side. In such cases where there 
is any offensive combat chosen for a 
front, it prohibits any other player 
on that side from performing 
Attrition Combat, even if a Limited 
Offensive Option would otherwise 
entitle it to do so. 

The Axis player may not take a 
Limited Offensive Option during the 
first Russian Winter (Rule 44). 
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BREAKOUT FROM BUDAPEST 
By James E. Meldrum 


Operation Konrad, by Close 
Simulations, concerns itself with 
the attempted relief of the IX SS 
Mountain Corps, which in January 
1945 was trapped by advancing 
Russian forces in Budapest. 


This scenario is a variant of 
Scenario 3.2, and is based on the 
assumption that the breakout at- 
tempt was made earlier, and that 
competent staff work by the garri- 
son staff managed to preserve most 
of the IX SS Corp’s supplies and 
heavy equipment. To simulate this 
earlier breakout attempt, use the 
deployments from Scenario 3.2, 
along with the following variant 
rules: 


Circle Reader Service # 16 


1. Use all SS units except: (2) 2- 
2-8 anti-tank, (1) 3-4-8 artillery, (2) 
2-2-10 Nashorn self-propelled artil- 
lery, (2) 1-1-10 self-propelled anti- 
tank units, and (1) 6-1-8 artillery 
unit. 


2. All of the SS units enter play 
as reinforcements on turn six in any 
of the following hexes: 2501, 2601, 
2701, or 2702. 


3. All Russian reinforcements 
for turn six appear on entry hex B. 


4. All other special rules and 
unit deployment remain the same as 
in Scenario 3.2. 


Either one or both players may 
elect to use the free deployment 
option in this scenario. 


In addition to the listed rules, 
the German player may play this 
variant halving the movement fac- 
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tors of all SS units. This represents 
shortages of fuel and supplies. All 
other German and Hungarian units 
move normally. 


Victory Conditions: The Ger- 
man player receives victory points 
for each SS unit that is moved 
behind the German lines by the end 
of the game. Victory points are 
calculated for each SS unit in the 
same manner as for Soviet units 
eliminated by the Germans, and 
then doubled. This number is then 
added to the German victory point 
total. All other victory conditions re- 
main the same as in the original 
scenario. 


This variant is presented to add 
additional flavor to a game that 
already is fast moving and exciting. 
At the same time it allows the 
players to explore one other hypo- 
thetical situation which might have 
happened during this action. 


T9 
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As a fairly recent convert and 
devoted fanatic to the hobby of 
wargaming, I have noticed an 
absence of information and articles 
dealing with solitaire wargamers. 


Solitaire wargamers are people 
who for one reason or another have 
to play wargames alone. If you have 
ever had to explain to anyone 
outside of the hobby what 
wargaming is, imagine explaining 
being a solitaire wargamer when 
after talking at length about a 
certain battle that is being fought a 
member of your audience says, 
“Against whom?” 


The answer will certainly not 
win any converts to the hobby, and 
it may just make people think you're 
"two bricks short of a ton", however, 
for me, it is the only way to go. 


Let's face it, there are many 
advantages that the solo gamer 
takes for granted, of which the 
group gamer can only dream. 


Your opponent is available any 
time, day or night and can play any 
length of time. Have you ever tried 
to get a group together for one-half 
turn of Wellington's Victory over 
breakfast coffee before running to 
catch a train? 


WARGAMES 


by John L. Vitale 


There is never any long, drawn- 
out discussion on wild game to 
play. Right away you can get into 
the game you've been wanting to 
play since you left work. 


You are always guaranteed an 
opponent of equal ability and prep- 
aration. There is nothing more 
disconcerting than planning a nice 
evening of relaxed, competitive Air 
War and then having your opponent 
suddenly produce a TI-59 
programmable calculator with a 
handful of magnetic cards labeled 
"Air War, game no. 3,006". Or the 
opponent whom you meet at a 
convention and decide to pass some 
time 1981 for fun' playing Afrika 
Korps who then pulls out his own 
set of custom made, rosewood and 
briar units from a tooled leather 
zipper, wallet, sized carrying case. 


Finally, the solo wargamer does 
manage to win every game that he 
plays. This is good. Especially if you 
keep count of those things. 


Solitaire wargaming is easy if 
you follow a few, simple guidelines: 


SETUP: If you do not live alone 
this can be the most critical decision 
you will have to make. You, first of 
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all, have to overcome the temptation 
to lay out a new game as soon as you 
arrive home if the only available 
space either has to be walked, slept, 
or eaten upon within the next few 
hours. How understanding can you 
expect your wife to be when she 
arrives home laden with groceries 
for the evening dinner party and 
trips over you in the entrance hall 
taping Atlantic Wall to the floor? 
Expect little sympathy or co-opera- 
tion from family members when 
World in Flames becomes World 
in Piles because you chose to set it 
up on a card table that was not quite 
out of the normal walk way. And 
imagine the sympathy your old, 
faithful dog will give you if he's not 
carefully considered in your initial 
setup. 


TIMING: The timing of your 
solitaire play is a big consideration 
for those of you who cannot tear 
yourself away from reading the 
rules and playing that initial game 
come hell or high water. It is not a 
good idea to begin a game before 
Sunday dinner, entertaining rela- 
tives or friends, leaving on vacation, 
or Christmas Eve, unless, of course, 
you are immune to small arms' fire, 
and/or strangulation. Also, because 
one likes to solo wargame does not 
necessarily mean that one wants a 
divorce, and timing can play an 
important part in this aspect of your 
personal relations. 


STRATEGIC LEVEL: It is 
important for the solo wargamer to 
develop certain attitudes to 
facilitate play. Understand fully the 
rules of the game, the objectives for 
both sides, and the probable or 
historical outcome. Don't expect 
that counter- attack against 
Rommel in April of 1941 to be very 
effective; nor should you ever expect 
Frodo to make it ten hexes from 
Rivendell, let alone all the way to 
Mount Doom, before being nailed. 


By far your most trying test as a 
solitaire gamer will be in your 
ability to remain neutral. Unless 
you really enjoy the France 1940 
111015 game scenario, or thrill to a 
contest between three ace level 
Fokker D.VII's and a Nieuport 11 оп 
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a training flight, you will find it 
necessary to be constantly adjusting 
towards neutrality during the game 
because if you ever let a prejudice 
develop, the game is essentially 
over. Even shifting allegiances is a 
dangerous thing if you wish to gain 
any historical insights from your 
solitaire efforts. 


Developing a schizophrenia or 
split personality is the first step you 
must take. (I had mental problems 
once, but now we’re over them). As 
you know the strengths, weaknesses 
and battle plans for each side, the 
temptation to sell that information 
to the other side when they are in 
need of it is great, but must be 
controlled if you want to keep the 
game interesting. Since you know 
how the other side is going to react, 
games with hidden or simultaneous 
movement can be very difficult. In 
fact, nearly impossible unless you 
have very, very short memories. As 
you were able to find your way home 
after you purchased the game, it 
probably means that games of that 
ilk cannot be played in a solitaire 
version by you. In other instances 
you can rely on an artificial means 
to insure a fair move for the other 
side. My favorite method for near- 
term memory erasure is to generate 
more distractions in a short period 
of time then I can mentally handle; 
such as quickly switching on the TV 
and radio while talking on the 
phone and running in place, and 
speed reading out loud. While these 
sudden and irregular outbursts may 
be slightly disconcerting for any 
non-participants in the room, this 
method is an effective short term 
memory inhibitor recommended by 
those solo gamers who shy away 
from the far more dangerous 
techniques of using alcohol or drugs. 
Besides, after half a fifth of gin your 
generalship leaves quite a bit to be 
desired. Once you have learned the 


skills of induced schizophrenia you 
can then begin to master the 
techniques of multiple personality 
which will make solitaire play of 
multi-player games like 
Kingmaker or Diplomacy a 
breeze, although by then you'll not 
be good for much else. I once knew a 
guy who was playing solo 
Diplomacy and he stabbed himself 
in the back, and wouldn’t speak to 
himself for a week. 

After the major obstacles of bias 
and dual identity have been 
resolved, there are several lesser 
problems the solo gamer encounters. 


Though they are not critical, they 
can often put a damper on solitaire 
play. One is accidental introduction 
of foreign materials onto the 
gameboard. This can be most 
disheartening if you have just spent 
two hours setting up Objective 
Moscow and then your elbow 
introduces a full cup of coffee to 
eastern Europe. 


Another aspect of solo gaming 
is the fact that after a respite of a 
day or so one can oft-times returns 
to the site of the battlefield only to 
find that there is an “0-0-6 untried 
Soviet unit” in a critical position in 
the front lines in Panzergruppe 
Guderian. Suppose the unintented 
flip-over has occurred just prior to 
the German turn. Should the 
Germans attack that hex? Wouldn’t 
you? “Not allowed!” cries myself as 
the Russians, “It is unfair pre- 
knowledge that even WE did not 
have!” 


“Why not?“ counters myself as 
the Germans. “Why should we bash 
out the brains of our panzers against 
a brick wall when we know where 
the weak point is?” 


To solve this problem you sim- 
ply decide to be fair about it and 
replace the troublesome 0-0-6 with 
another untried unit, switching the 
two and placing the 0-0-6 face down 
on the side of the table with the 
other untried reinforcements. Now, 
however, you have another problem, 
because you remember exactly 
where you placed the 0-0-6 and you 
know that you will never, ever, ina 


million years pick it up for use. You 
try humming and talking to 
yourself, looking around the room, 


.etc. But, alas, no use. Every time 


you glance at the “untried pile” the 
0-0-6 leaps out at you and 
announces exactly where it is. You 
will never forget where you placed 
it. NEVER! 


You try to mix them up. You shuffle 
the pieces around like a carnival 
magician until your fingers turn 
red, but that keen eye of yours 
follows every move, and picks out 
the useless division on the first 
guess. Don’t try to shuffle them 
around with your eyes closed either. 
You will invariably expose other 0- 
0-6 units which you will also never 
be able to get out of your mind’s eye, 
and all the time you will STILL 
know where the original 0-0-6 is. 


If, at this point, you still care, 
there are three (3) solutions: ONE- 
Throw away the damn thing. This 
gives the Russians a slight odds 
adjustment in their favor, but it’s 
probably worth it. TWO- Let fate 
rule and put the unit back on the 
board in its original position, thus 
giving the Germans an advantage 
in THEIR favor, or... THREE- if you 
want to be really fair, and you’re 
ee solitaire anyway, so you 

ave all the time in the world, and 
you LOVE wargaming so much that 
you would rather play Panzer- 
gruppe Guderian than go on a 
date with Catherine Deneuve, I 
suggest you start the game over. 


Gamer’s Guide: 
Classified 


The Gamer’s Guide: Clas- 
sified is a service we provide our 
readers. As you might expect with 
ads of this kind, “let the buyer 
beware.” This magazine makes no 
guarantees to any seller’s claim, 
nor is responsible or liable for 
such, You’re on your own. 

Each ad is allowed 30 words 
of text plus a name, address and 
оне numbers (home, indicated 

y an H-; and work, indicated by a 
W-) and runs for three consec- 
utive issues (or, for Conventions, 
until the convention begins, 
whichever comes first!). 

There are 8 categories in 
which you may place your own ad: 
Opponents Wanted, $f; Buy, Sell, 
Trade, $2; Game Clubs, $4; 
Conventions, $4; Publications, $8; 
Play-by-mail, $8; Retail, $8; and 
Wholesale, $8. The costs for run- 
ning different types of ads are as 
indicated. 

All ads should be sent, along 
with checks or money orders made 
payable to: 

BATTLEPLAN 

Dept: GGC 

P.O. Box 8399 

Long Beach, CA 90808 


Opponents Wanted 


Looking for Air Force (AH) or (BL) FTF 
layers in the LA area plus Dawn Patrol or 
ings. Also interested in learning Up Front. 

Cory Wells 
P.O. Box 82 
Malibu, CA 92065 


Local game simulation design group looking 
for gametesters of original and known games, 
mostly multi-player prog amos with 
computer assist and military and 
socioeconomic themes. Must be 21 or older. 

R. C. Chiofolo 

132 Corbett Ave. 

San Francisco, CA 94114 

H-(415) 621-0232 


AH Classics, Chess, Risk!, Monopoly, 
Diplomacy, Third Reich. 

Tim Towery 

13965 Olive Grove Lane 

Silmar, CA 91342 

H-(818) 362-1222 

W-(818) 902-9522 


FTF opponent wanted for WSIM, Flat Top, 
Submarine, or Ironclads. I’m also interested 
in naval miniatures but don’t know a good 
beginner's system. 

Paul Lebowitz 

716 Broadway St., #22 

El Cajon, CA 92021 

H-(619) 447-5118 


Wanted: Modern and WWII Micro Armor 
players. Challenger rules and Combined 
Arms or others. Other eras, too. 

Rolf Kirby 

15 San Mateo Rd. 

Berkeley, CA 94707 

Н-(415) 526-2771 


Wanted: Modern and WWII Micro Armor 
players. Challenger rules and Combined 
Arms or others. Other eras, too. 

Peter McClure 

15 San Mateo Rd. 

Berkeley, CA 94707 

H-(415) 845-3178 


REACH OUT AND 


CRUSH SOMEONE 
Try an Opponents Wanted ad! 


Buy/Sell/Trade 


For Sale: Victory’s Civil War, Vietnam, 
Korea, $15; AH’s Flattop, Squad Leader, 
Firefight, $15; AH’s Gettysburg (new), 
Fortress Europa, 3rd Reich, $10. 

Ben Harb 

10341 Lassen 

Los Alamitos, CA 90720 


Wanted: Wars of Heligolandisch Succession, 
Little or No Mercy, 3-M at reasonable prices. 
For Sale: SPI WWII, Berlin '85 and S&T's, 
many more. Send for list of sales and wants. 

John Farewell 

61 Midland Ave. 

Stanford, CT 06906 


Wanted to buy: Len Pulsipher's Diplomacy 
Variants published by Zocchi. Will accept 
xerox copies. Interested in other Diplomacy 
literature and variations. Willing to pay 
reasonable price. 

e hwartz 

P.O. Box 6065 

Alhambra, CA 91802 

H-(818) 281-4310 


Vive L'Empereur! Diehard Cuirassier 

PINING for La Bataille de la Moskowa! GDW 

or Marshall Enterprises. Price depends on 

ame's condition. Also interested in 

Желмен games Юг my collection. Send 
E 


Sergio R. Mandiola 
1372 Smokewood Drive 
Santa Ana, CA 92705 
H-(714) 731-1647 


Wanted: Old and out of print wargames. 
Especially North Africa. Send list with prices 
and conditions. 

William T. Fischer 

11315 Peacon St., #19 

San Pedro, CA 90731 

H-(213) 831-1711 

W-(213) 377-1543 


Buy, sell, trade: boardgames, new and used; 
miniatures, pon or unpainted 15mm; call 
or write, Will negotiate almost anything. 

Norris Hazelton 

3530 N.E. 182nd Street 

Seattle, WA 98155 

H-(206) 364-1825 


Old SPI gnus (pre-TSR), shrink wrap, 
unpunched, punched. Also, S.O.S. (Phoenix) 
early AH, other collector's items. Want ol 
S&T's (pre-TSR), new GDW (Europa series), 
wooden piece RISK! Sell Lionel. 

Edward V. McDermitt 

8000 Wildwood Dr. 

Tacoma Park, MD 20912 

H-(301) 439-3721 


а 


Civil War gamers; large collection of Civil 
War games to buy, sell or trade. If you're 
interested in receiving and/or writing for a 
Civil War gaming newsletter, please let me 
know. 

Bill Koff 

146 Chimney Lane 

Wilmington, NC 28403 

Н-(919) 392-5145 

W -(919) 763-7497 


Wanted: 15mm new Minifig Napoleonics and 
Ancients, 1/1200 Napoleonic ships, Bandai 
1/2000 WWII ships, related books and 
magazines, Miniature Wargames #5, Phoenix 
metal figurines, 

Steve Marthinsen 

3 Locksly Lane 

San Rafael, CA 94901 

H-(415) 456-1540 


Buy, sell, trade wargames! SPI, Avalon Hill, 
GDW, old 3W, etc. I have numerous collector’s 
items available. Also wargaming magazines. 
Send SASE for multi-page listing. 

Paul O. Kramer 

10919 Gulf Freeway #4315 

Houston, TX 77084 

(713) 946-3051 


New condition fe for sale: Royal Navy 
(Quarterdeck), Grant Moves South (signed 
and numbered by designer). Both fast playing, 
sweeping movement, quality simulations. 
Write for prices. 

Eric Lawson 

5314 Ridgeview Circle #6 

Е] Sobrante, CA 94803 

H-(415) 223-3242 


Game Clubs 


Santa Fe Springs Gamers Association. АП 
types of BG's and RPG's. All ages. New 
members welcome! Tues/Thurs 5.9pm, 
Saturdays 9am-5pm. Town Center Hall, 
11740 E. Tele n Rd, Santa Fe Springs, CA 
or call (213) 863-4896 during club hours. 
Circle Reader Service # 21 


Why not list your game club here? See 
instructions at the beginning of the 
Classified, and start finding more gamers in 
your local area! 


Conventions 


OKLAHOMA'S LARGEST GAMING СОМ. 
VENTION! Four big days of board, miniature 
and role-playing tournaments. March 26- 
29th, 19877. $8.00 registration. Send SASE for 
more information to: 

CONTEST IV 

Р.О. Box 4726 

Tulsa, OK 74159 


Circle Reader Service # 22 


GAMEX 1987 at the Pasadena Hilton hotel, 
May 22-25th, 1987. Pre-register for only $16 
by May 9th, 1987. 72 'round the clock hours of 
board, role-playing, miniature and computer 
gaming. For more information write: 

Diverse Talents, Inc. 

Dept. GAMEX 1987 

Р.О. Box 8399 

Long Beach, CA 90808 

or call (213) 420-3675 


Circle Reader Service 4 8 


Origins '87, the national strategy and 
adventure gaming convention and exposition. 
July 2-5th, 1987 at the Baltimore Convention 
Center and Hyatt Regency Inner Harbor. For 
more information write to: 

Atlanticon 

Dept. С.А. 

P.O. Box 15405 

Baltimore, MD 21220 

or call (301) 298-3135 


Circle Reader Service # 12 


GATEWAY 1987 at the L.A. Airport Hyatt 
hotel, Sept. 4-7th, 1987. Pre-register for only 
$16 by August 22nd, 1987. 72 'round the clock 
hours of board, role-playing, miniature and 
computer gaming. For more information 
write: 

Diverse Talents, Inc. 

Dept GATEWAY 1987 

Р.О. Box 8399 

Long Beach, CA 90808 

or call (213) 420-3675 


Circle Reader Service # 23 


24 Hour Game-a-thon. Starts Friday, April 
24, 1987 at 5pm at Town Center Hall, 11740 
Е. Telegraph Road in Santa Fe Springs. $4.00 
prosa вен April 15, For more info: 
anta Fe Springs Gamers Assn. 

P.O. Box 2434 

Santa Fe Springs, CA 90670 

or call (213) 863-7893 


Circle Reader Service # 24 
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WANTED: 


Axis & Allies 
variants for 
BATTLEPLAN 73. 


Yes, BATTLEPLAN #3 will be a special Axis 
& Allies variant and strategy article issue! 
All article lengths are desired and must be 
submitted to us by May 31st, 1987 (see 
writer's guidelines elsewhere in this issue). 
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Publications 


Savage and Soldier is now in its 21st year. 
Published quarterly at $15.00 per year and 
provides information on uniforms, battles and 
wargames of the late Victorian Era (1870- 
1914). To subscribe of for more information 
write to: 

Savage and Soldier 

3902 S.E. 42nd Street 

Issaquah, МА 98027 

(206) 392-9771 


Circle Reader Service # 25 


Fire & Movement is the independent forum 
of board and computer wargaming. The 
leading profes-sional magazine of the hobby is 
now in its 10th year. Published bi-monthly, 6 
issues are only $20.00. For more information 
or to subscribe write to: 

Fire & Movement 

P.O. Box 8399 

Long Beach, CA 90808 

or call (213) 420-3675 
Mastercard and Visa accepted. 


Circle Reader Service # 18 


BREAKOUT! is the Australian gaming 
quarterly which covers all aspects of the hobby 
(board, role-playing, miniatures, computers 
and play-by-mail) in all the historical, fantasy 
and science-fiction genres. Subscriptions are 
$12.00 for 4 issues, For more information or to 
subscribe write to: 

BREAKOUT! 

P.O. Box 8399 

Long Beach, CA 90808 

or call (213) 420-3675 
Mastercard and Visa accepted. 


Circle Reader Service # 6 —— — 
Play-by-mail 


Grab Dots Gaming (Head GM, Dick Martin) 
has been running PBM Diplomacy games 
since 1977. $5 covers costs for the life of your 
game plus the Grab Dots fanzine, Relation. 

Dick Martin 

26 Orchard Way North 

Rockville, MD 20854 

(301) 762-4267 


Circle Reader Service # 27 
Retail 


Panzer Tactics is the best WWII micro-armor 
simulation. It’s fast, detailed, complete and 
has been played on the East Coast for over ten 
years. $10. Dealer inquiries welcome. 

Pioneer Simulations 

2200 Huntington Ave. 

Alexandria, VA 22303 

(703) 960-1259 


Circle Reader Service # 28 


People Read Small Ads. 
You Just Did! 

Try an ad in the Gamer’s Guide 

Clasified section today. 
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Standard Game Review Format for 
BATTLEPLAN magazine 


I. The complete title of the game. 


П. The “information box” material which 
includes, in this order, the following: 

A. Published by: 

B. Designer(s): 

C. Developer(s): 

D. Price: 

Е. Complexity level: (introductory, low, 
moderate, high). 

Е. Rules clarity: (poor, fair, good, ехсе!- 
lent). 


Ш. A very “matter of fact” introductory 
sentence describing what the game depicts; 
ie. the subject matter and scale, etc. 


IV. The body of the review. At this point 
you’ve made subjective evaluations about the 
game already, so back them up! Clearly state 
what you liked and /or didn’t like about the 
rules, graphics, and mechanics of the game. Is 
the game sacrificing playability for realism, 
or the other way around, or has it found a 
good compromise between the two? How does 
this game compare with others you may have 
played on a similar subject and scale? 


V. The crucial summary paragraph. Do you 
fee that you got your money's worth? Would 
you recommend this game to others? Who? 
Also any closing remarks or comments. 


VI. Reviewer's name. 


Return With Article Submissions for 
BATTLEPLAN magazine 

AGREEMENT 

This agreement between BATTLE- 
PLAN magazine, a division of Diverse 
Talents, Inc., with its address at 5374 
vi ago Road in Long Beach, CA 90808, 
and: 


Print your name here 
(hereafter known as Author) of: 


Insert title of article submitted 
(hereafter known as Work). 


WITNESSETH 

1. The Author affirms that no portion of the Work has 
been previously published, except for citations of 
portions of the work indicated to be such with due 
attribution. 

2. The Author affirms that no portion of this Work is 
concurrently submitted for consideration for publication 
elsewhere. 

3. Should the Work be published in BATTLEPLAN, it 
shall be understood and agreed that the Author will be 
compensated upon such publication at the most recently 
published honorarium rate. 

4. Should the Work be accepted for publication in 
BATTLEPLAN magazine, the Author assigns all his 
rights, title and interest in the Work to BATTLEPLAN 
magazine, or its assigns, absolutely. 


Date Submitted: 
Social Sec. # 
Author’s Address: 


City: 


Writer’s Guidelines for 
BATTLEPLAN magazine 


We are always looking for new contribu- 
tors, many of whom come from the ranks of 
our readers. Often our readers write their 
very first published articles for BATTLE- 
PLAN. If you feel that you can express 
yourself clearly on paper, we invite you to 
submit your variants and reviews to us. You 
may write on any game or other related topic 
which you enjoy that might be of interest to 
our readers. We will consider articlesen any 
type of historical, political or military adven- 
ture gaming product, particularly new 
releases (for current reviews). Variants and 
scenarios to both new releases and old 
favorites are particularly desired , however, 
they should be more of the “play-tested” 
variety and less “experimental” in terms of 
development and game balance. 

Manuscripts should be typewritten or 
computer printed with a dark ribbon on white 
paper, double-spaced, and amply margined. 
Computer printouts should be ragged right 
(not justified!) and burst. Game titles should 
be in upper and lower case letters and 
underlined (eg. Russian Campaign). 

Game and product reviews should be 500 
to 850 words in length, presented in a brief, 
capsulized format (see the adjoining review 
format guidelines). We are not looking for for 
in-depth analysis in a game review, merely 
brief concise descriptions of games. Variants 
of all sizes, but particularly short variants, 
clarifications and optional rules running 
from 350 to 1600 words are particularly 
welcome, as are full blown scenarios and 
“mega-variants” (with cardstock compon- 
ents). Note that a “word” is defined as five 
letters plus a space, or six characters. Longer 
articles are still welcome, but shorter articles 
are best to start with and easier for us to 
publish. 

Submissions will not be returned to 
writers, so only send us copies of your work, 
not originals. A cover sheet should be inclu- 
ded with all submissions and contain the 
author’s name (as you wish it to be pub- 
lished), address, telephone number, sugges- 
ted title, and the date submitted. A completed 
facsimile of the writer’s agreement, left, must 
also be included with the article. 

Ease of editing will increase probabil- 
ities of article acceptance. The Editors defer 
to Fowler’s Modern English Usage, Strunk 
and White’s Elements of Style, and Webster’s 
New World Dictionary on matters of gram- 
mar, syntax, and spelling. 

All articles submitted automatically 
become the property of this magazine. In 
submitting an article, the author affirms that 
none of the material is copyrighted, previ- 
ously published or concurrently submitted for 
consideration for publication elsewhere. 
BATTLEPLAN currently pays 1.5¢ per word 
upon publication. All submissions should be 
sent to: Editor, Pete Flahive, P.O. Box 8399, 
Long Beach, CA 90808. Please include a 
stamped, self addressed post card for an 
immediate appraisal response. 

Some review copies of certain games are 
available at the office for. established game 
reviewers. If you would like to write for 
ownership of the review copy as well as 
payment, please contact the Editor, who will 
let you know if a review copy is available to 
send to you. The Editor controls the writing 
assignments, with the assistance of the 
various magazine Department Editors. 


Game Designer’s Guidelines for 
BATTLEPLAN magazine 


BATTLEPLAN publishes small, “mini-wargames” on 
occasion. While the designer is free to chose a "hot topic,” the 
phyiscal format for the published game must be able to meet 
the publishing criteria below: 

» Map size, 11" x 17" maximum, although smaller maps are 
not only permisable but preferred. 

>Rules, no more than 3,000 words, if possible. Low 
complexity levels preferred! 

> Counters, up to you. They can be full color, if needed 
(avoid back-printing), on cut-out cardstock inserts (so don't 
have a lot of stacking, either, if you can help it!). 

> Charts & Tables, don't go overboard. 

Begin by submitting a one page game proposal to: BP 
Games Editor, Gary Smith, P.O. Box 8399, Long Beach, CA 
90808. In it, describe generally the game you wish to design. 
Mention the topic, scale, complexity, and the number or 
counters, charts and tables that will probably be needed to 
make the game. 

If the proposal is accepted for development, you will 
receive a 'go ahead' on it, plus our standard "Poor and 
Obscure" contract (you didn't think you'd get "Rich and 
Famous" designing little wargames did you?). The pay scale 
varies, but it is around $130.00 per game design, plus a 
royalty if we ever publish it seperately as a boxed game 
(don't hold your breath). You'll owe us two playtest copies of 
the game, plus a historical background article as well as 
designer's notes, We'll owe you the money, your name in the 
credits, and five copies of the game (presumably for your 
mother). 


Veteran Writer's Guidelines for 
BATTLEPLAN magazine 


If you already have some experience writing for 
gaming magazines, here is a more detailed description of the 
different types of features found in BATTLEPLAN. 
STANDARD REVIEWS: 

The standard review in BATTLEPLAN is an 
informal, succinct review of only 2-3 ms. pages in length. 
These are peek-in-the-box reviews, and should avoid lengthy 
descriptions of physical components unless they are 
exceptionally good or bad or innovative. A BATTLEPLAN 
review is not the place to get nit-picky about historical 
details or production problems, unless,they seriously flaw 
the game. 

COMPARATIVE REVIEWS: 

Comparative Reviews are similar to Standard 
Reviews, except that they compare more than one game on a 
similar topic and/or scale. Each game is given a Standard 
Review size description, with a bit of extra comparison 
thrown in, Each game's segment in the Comparative Review 
should be about 3-4 ms. pages, so the overall Comparative 
Review's length may vary, depending on the number of 
games covered in it. 

GAME REPLA YS: 

This is a basic review of a game (or detailed review of 
a game furn) being actually played out. It is a nuts-and-bolts 
look at the mechanics of the game's operations as described 
through the playing of a game or just a turn or two. 
Generally, 5-7 ms. page length is about right for a Game 
Replay. Naturally, detailed examples of play, indicating 
specific board spaces and unit locations, combat results 
tables, die rolls, etc. almost entirely constitute this type of 
review. À reader must really have felt like he has read a 
good, solid "test drive" ofthe game. 

COMMANDER'S NOTEBOOKS: 

In addition to reviews and Game Replays, we are 
interested in what we call the Commander's Notebook, or 
‘how to play’ articles. These discuss game strategies, tactics, 
rules subtleties, tricks, etc. The best of these type of analyses 
cover not only what is best/optimum play, but also show why 
the suggested strategies and$actics are best by examining 
alternative approaches to the game. In other words, they are 
true analyses. This type of article requires exhaustive 
playtesting, but is often the most rewarding. 

VARIANTS: 

While virtually апу suggested change to a game is а 
variant for it, we are more interested in brief, intelligent 
variants, These might be of the Quick and Dirty variety 
(1/2 - 1 1/2 ms. pages), which are just a few sentences or 
paragraphs suggesting an optional rule or changes to 
existing rules. Alternately, they might be more 
comprehensive revisions of already existing popular 
wargames running from 3-7 ms. pages. 

SCENARIOS; 

Scenarios are complete ‘games within games.’ They 
usually consist of listing alternate orders of battle and 
victory conditions. Occasionally, an odd chart or table is 
required to round out the components for a standard game 
Scenario article. Length may vary, but should be about 3- 
"Ims pages. 

MEGA-VARIANTS AND SCENARIOS 

These babies are like the ones described above, except 
that they often require additional game components be 
created by the magazine such as counters, maps, charts and 
tables, game cards, etc. There’s is no telling on the length, 
but the components must conform to the physical production 
limitations description descnbed above under Game Design 
for BATTLEPLAN. 


Where do great Armchair 
Generals turn before battle? 


IRE g 
OVEMENT 


Why to FIRE & MOVEMENT magazine, of 
course! FIRE & MOVEMENT the independent, 
professional forum of conflict simulation, covering 
board and computer wargames with unmatched in- 
depth reviews. F&M has been voted the best 
professional mdgazine in the hobby for an unpre- 
cedented six of its ten years in existence! 

Published bi-monthly, each issue is 64 pages of 
the highest quality wargame review journalism 
avallable anywhere. F&M also produces special 
editions, annual reports, plus an incisive look at 
wargaming trends and issues, the hobby's future. 

Sample issues are $4.00 each. А 3-issue trial 
subscription is $10.00, and a full one year, 6-issue 
subscription is only $20.00. 


Canadian addresses must add an additional d issue for 
postage and handling. Overseas addresses must add $1.25 for 
surface mail postage. All payments should be made іп 0.5. 
funds and drawn on a U.S. back, and made payable to: DTI, P.O. 
Box 8399, Dept. 3, Long Beach, CA 90808. Customers may call 
(213) 420-3675 and order by using their MasterCard or Visa. 


Circle Reader Service # 18 


AIRWAR OVER NO 

An updated version of 
definitive game recreating ai 
operations over North Vietnam 
Rolling Thunder employs a 
unique and advanced, two-tier 
playing system for the ultimate 
realism. It provides for three- 


Ask for it at any Compleat € 
| ` ог order toll-free 8 


Circle Reader Service # 20 


KINGSEARTH 


A Highly Detailed TACTICAL PBM system 


Extremely varied troop types, armor, mounts... 
mercenaries, military orders, cults, pirates... 
seiges, fortification design, terrain maps... 
economics, merchant effects, weather... 
spies, scouts, envoys... 

artillery, commander types... 

biremes, triremes, transports, longboats... 
mutiny, fireships, incendiaries... 

seasons, prevailing winds, ports, towns... 
troop formations/troop tactics - experience... 
fleet formations/fleet tactics - hurricanes... 


Heraldry & chivalry in the age of kings... 
design & log your coat-of-arms in our heraldry list 


WE INVITE YOUR LOCAL GAMING CLUB 
TO PARTICIPATE IN OUR INTERNATIONAL 
COMPETITION - 
PLAY AGAINST GAMING CLUBS FROM AROUND 
THE GLOBE... 
(%) percentage cash prize & trophy to the winning 
club or alliance 
Factions & clubs limited to 100 entries per each 


KINGS GUILD INC. GRE 
P.O. BOX 15220 Р 
COLO. SPGS., COLO. 80935 

N 


1-800-624-6063 in Colo. m 
1-800-523-6978 Natl. (RINGS 
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БӚ “HIGHLY RECOMMENDED" 
EN "MORE THAN FIRST RATE” 


“EXCELLENT GAME” 
“REVOLUTIONARY” 
“A TRUE CLASSIC” 

“A MUST” 


These were some of the words 


magazine critics used 


to praise Battle of Antietam. 


Now, they’re going to need 
even stronger superlatives 
to describe our new game — 


GETTYSBURG: 
The Turning Point. 


After the long months of hard work “Like all SSI games, Battle of Antietam 


it took to create Battle of Antietam, 

we knew we had a very special winner 
on our hands. We're happy to see that 
the gaming public feels the same way: 


"Battle of Antietam...marks a long 
awaited return by (SSI) to the Civil 
War. Let's just say it was worth the 
wait...Inside (the package) you'll find 
...one of the most complete manuals to 
be found in computer gaming. And we 
do mean complete!...SSI and the 
authors have created more than a first 
rate grand tactical simulation.... They 
have captured some of the look and 
feet of Civil War combat, and it shows." 


— Computer Gaming World, April 1986 


"Battle of Antietam is a must for any- 
one with even a mild interest in the 
Civil War. The simulation is easier to 
understand than many others of its 
kind...it's more than just another 
game." 

— COMPUTE!’s Gazette, June 1986 


has been meticulously researched and 
is a tactical game ona grand scale... 
SSI has produced dozens of computer 
war games, gathering praise from 
many sources. Battle of Antietam, how- 
ever, may transcend previous efforts 
and become a true classic.” - 

— COMPUTE! June 1986 


“Battle of Antietam is highly recom- 
mended...highly absorbing and a 
superb presentation of one of the most 
historic battles of the Civil War.” 


— Computing Today! May 1986 


Needless to say, уе ге pleased by this 
flood of compliments. But at SSI, we're 
our own harshest critics, which is one 
reason SSI continues to be the acknow- 
ledged leader in computer wargaming. 
We immediately set out to create another 
Civil War game that further raises the 
standard for strategy simulations. 

The proud result is GETTYSBURG: 
The Turning Point. 


Apple, Commodore, Atari, and IBM are trademarks of Apple Computer, Inc., Commodore Electronics, Ltd., 
Atari, Inc., and International Business Machines Corporation, respectively. 
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SURG THE TURNING POINT 
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Advertisers have been accused of 
stretching their imagination to come up 
with incredible superlatives. Get ready 
to stretch yours after you've picked up 
a copy of these two games from your 
local computer/software or game store. 


If there are no сопуешей! stores near you, 
VISA & M/C card holders can order Battle of 
Antietam ($49.95) and Gettysburg: The Turning 
Point ($59.95) directly by calling toll-free 
800-443-0100, x335. To order by mail, send 
your check to: STRATEGIC SIMULATIONS, 
INC., 1046 N. Rengstorff Ave., Mountain View, 
CA 94043. (California residents, add 796 sales 
tax.) Please specify computer format and add 
$2.00 for shipping and handling. 

All our games carry a “14-day satisfaction or 
your money back" guarantee. 


WRITE FOR A FREE COLOR CATALOG OF 
ALL OUR GAMES TODAY. 


On disk for the Apple®II series with at least 48K 
RAM; Commodore’ 64 or 128; Atari? 400/800/XL/XE 
with at least 48K RAM; or IBM®PC/PCjr. 
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©1986 by Strategic Simulations, Inc. АП rights reserved. 
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ALLIES COUNTER SHEET FOR OVERLORD "43 


ENGLISH UNITS 
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COUNTER SHEET FOR “RUSSIAN CAMPAIGN II” 
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GERMAN REGULAR UNITS 


SS UNITS 


#51 Southern Command doing poorly. 
One of your three-per-game airstrikes must 
be used this turn on Southern Command. 


#52 Southern Command doing poorly. 
One Guard, Paratroop, or Marine unit (if 
available) must be immediately dispatched to 
Southern Command 


#53 Southern Command doing well. 
Eliminate two opposing units in Southern 
Command. Chosen at random. 


#54 Southern Command doing well and 
captures critical oil re- sources. You may 
replace one additional mechanized unit per 
turn, and are immune to fuel shortages, until 
you receive a ‘Southern Command doing 
poorly’ card. KEEP THIS CARD as a 
reminder of its special effects. 


#55 One airstrike available to you this 
turn only. (Cannot be accumulated). 


Support Your 
Local Strategy 


Game Convention 


and make your next move among friends! 


#56 One airstrike available to you this 
turn only. (Cannot be accumulated). 


#57 Two airstrikes available to you this 


turn only. (Cannot be accumulated). 


Convention Organizers 


GAMA, the Game Manufacturer’s Associ- 
ation, would like to see your bid fora ` 
smaller, regional Origins convention in 
your area. For a bid application form 
contact: Site Selection ан Martin 
Wexted, c/o West End Games, 251 W. 

30th Street, New York, NY 10001. 


Circle Reader Service # 6 


“Field Marshal accomplishes what it sets out to do. It is a return to basics... it 


will introduce the novice to the essential concepts of board gaming... 
The Wargamer Magazine (USA) 


» 


retains its ‘fun factor’... 


the game 


Three quality games designed'by Jedko Games of Australia: 


€ EUROPE AT WAR: Mounted, full-color mapboard of Europe from the British Isles to 
Moscow with North Africa; 270 color counters depicting all major combatants plus 
V2's, Leaders and the Atomic Bomb; game spans from 1941 to Victory in Europe! 


е FIELD MARSHAL: Full-color 22x24 inch mapboard depicting the countries of 
Redmark, Blaustadt and the neutral Black Republic; 200 color counters (division 
level); Situation Cards — a game for the novice and expert alike! 


9 AFRICAN CAMPAIGN II: (Revised Edition) Color, single piece mapboard; 200 color, 
backprinted counters with step reduction; Minefields; Air Power; Flak Units; Designed 


by John Edwards! 


Europe at War.......... CM የው”... dod» 


Pied Marshal. сла ы 


African Campaign IE ው ርና ақ ! | 
*(You can deduct almost 10% Off = indicating you are a subscriber to Fire & 
Movement or The VIP of Gaming/Space Gamer magazine.) 


Shipping Charges: $1.25 USA; $1.75 Canada; 


and $2.50 Overseas. 


(California residents please add 62% 


Sales Tax.) 
Please make all checks payable to: 


International Simulations 
PO Box 8399 | 
Long Beach, CA 90808 USA 


The Finest in Simulation Games from Around the World 


Price “Subscriber Discount 


International Simulations Presents 


Jedko Games of Australia 
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From John Edwards, the Award Winning Designer 
of The Russian ማክ War at Sea and 


Fortress Europa comes . 


AEROS 4295... 91885 
ee $19.95 ........... $16.95 
пра $22.95. ре. 849.08 
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* EUROPE АТ WAR 
* FIELD MARSHAL 


* AFRICAN 
CAMPAIGN II 
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Circle Reader Service # 7 


#33 Black launches an immediate 
surprise attack on your op- ponent. You may 
give orders to the Black Leader and use all 
Black forces which attack at double value 
(before any other modifications) for this turn 
only. Ignore this if black is already at war. 


#34 Black withdraws completely from 
the war. At the end of the game turn, remove 
all Black units from the game. Black will 
remain neutral for the remainder of the 
game, so ignore any future situation cards 
concerning Black. The Black Republic may 
not be invaded by either player. Ignore if 
Black is not at war. 


#35 You have just pulled off a Coup 
d'etat. All Guards are removed (exception: 
Paratroopers), and all cities under your 
control, riot. One combat unit (not a HQ or 
Fortification Unit) must garrison each city 
hex for this turn and the next, and your F/M 
counter must spend two turns in your capitol. 
You are free to command your Marines and 
Paratroopers beginning next turn. One 
reserve unit per turn may be replaced in 
addition to your normal replacements. 
KEEP THIS CARD as it supersedes many 
others concerning your former Leader and 
will serve as a reminder of your increased 
replacements. 


#36 Political unrest causes a troop 
demobilization. Remove all your reserve 
units in Southern Command and on the board 
not within two hexes of an enemy unit. Ignore 
if drawn before turn three. 


#37 A major offensive has been planned 
in your command sector. Add one to the 
combat strengths of all your units for this 
turn only. Two airstrikes are available, plus 
all paratroop units are also available. For 
this turn only. You must make at least five 
attacks at 2-1 or higher odds involving at 
least two of your armies. 


#38 Ammunition shortage. All of your 
units attack at half strength (round up), 
before other modifica- tions. On his next turn, 
your opponent’s attacks against you will be 
one odds column higher. 


#39 You have been replaced by an 
inferior Field Marshal. Reduce your F/M 
bonus by one odds column. (This event may 
be repeated). 


#40 You are allowed to conduct a major 
amphibious assault. This turn only, you may 
land your Marines (roll a die for the beach: 
One or two is beach one, three or four is beach 
two, five or six is beach three). You may also 
drop paratroopers which must be able to trace 
supply to the assaulted beach. Additionally, 
you may place any of your next turn’s 
replacements on that beach as a ‘second 
wave’. 


#41 Your Southern Command Field 
Marshal is killed and you must take his 
place. Move your F/M piece to Southern 
Command. You may return by any friendly 
road once you have obtained a ‘Southern 
Command doing well’ result on a future card. 


#42 High national morale increases 
enlistment. You may replace one additional 
non-mechanized reserve unit per turn as long 
as your Leader is in the capitol. KEEP THIS 
CARD as a reminder of your increased 
replacements. However, discard it if your 
Leader is ever removed from the capitol, or if 
you obtain a ‘Southern Command doing 
poorly’ result on a future card. 


#43 Your war economy improves. 


Increase your mechanized and non- 


mechanized replacements by one for the rest 
of the game. KEEP THIS CARD as a 
reminder of your increased replacements. 


#44 Your war economy improves. 
Increase your mechanized and non- 
mechanized replacements by one for the rest 
of the game. KEEP THIS CARD as a 
reminder of your increased replacements. 


#45 Your war economy improves. 
Increase your mechanized and non- 
mechanized replacements by one for the rest 
of the game. KEEP THIS CARD as a 
reminder of your increased replacements. 


#46 Substantial foreign assistance 
allows you to replace (and freely use from now 
on) your choice of either all regular Guards or 
all Paratroopers or all Marine units. 
Paratroopers and Marines may be dropped or 
anded, respectively, if held off the board 
until used. 


#47 Continued support by an allied, 
foreign power allows you substantial aid each 
turn. Add either one replacement (of any type 
of unit) or one airstrike, in addition to your 
normal replacements for the rest of the game. 
KEEP THIS CARD as a reminder of your 
increased replacements. 


#48 Continued support by an allied, 
foreign power allows you substantial aid each 
turn. Add either one replacement (of any type 
of unit) or one airstrike, in addition to your 
normal replacements for the rest of the game. 
KEEP THIS CARD as a reminder of your 
increased replacements. 


D 

#49 One massive (two odds column 
shift) airstrike is available to you for this 
turn only. 


#50 One massive (two odds column 
shift) airstrike is available to you for this 
turn only. 


FAST 
FACTS 
FREE! 


If you would like to know more about 
any of the games advertised or written 
about in this issue, simply use the free 
Reader Response Card on the lower 
right hand section of this page. Circle 
the numbers on the card indicated below 
for all the items you are interested in 
and send it to us today! 


Game and Accessories Circle # 
Air Superiority (GDW) ........... 1 
Beginner’s Guide to 

Strategy Gaming (DTI/F&M) .... 2 
Croissant Miniatures ............ 4 
International Simulations / 

ana АТЕВ: бор E T i 1 
Warlords (Panther Games) ....... 9 
International Simulations / 

Fighting General Patton ....... 19 
Rolling Thunder (Group 3) ....... 20 
Gettysburg / Antietam (SSI) ..... 21 
Play-by-mail Diplomacy ......... 27 
Danzer Гавшев era net 28 
Services | 
The Complete Strategist .......... 5 
Чар erata Bank LILO 11 
Strategic Moves .....55-:46፡5፡4፡.፡፡፡ 12 
Weaken Warrior... iis. ое 15 
PAT CAE ESLE LUSTER 17 
Santa Fe Springs Gamer’s Assoc. 21 
Publications 
ЕВЕ LL. os A 3 
Canadian Wargamers Journal 10 
с. 16 
Біте Movement .......,....... 18 
Savage and Soldier .............. 25 
rae D ck ee 26 
Conventions 
Regional Origins bids ............ 6 
Е ми 8 
(SS Вел. 12 
о РРЛ ማን oe ee 14 
Е ይኸር መጠ ይ ን 22 
В IISI лы 23 
24 Hour Game-a-thon ........... 24 


Battleplan 


Gift and “Recruiter” New Subscription Bonuses! 

When you get a friend (who has not subscribed to Battleplan magazine within the 
last year) to take a subscription, or buy that friend a subscription yourself as a gift, 
we'll give you an extra free issue added to your Battleplan subscription! 

As a subscriber to Battleplan magazine, you are the right person to introduce others to this exciting 
new wargame magazine. You know the value packed into every issue of Battleplan, with it's variants, 
scenarios, mini-wargames and reviews. Battleplan is also an independent magazine which covers every 
company's wargames. You know that your wargaming buddies should be sharing the new variants and 
scenarios that you are getting in every issue of Battleplan, so let's go get them! 

As a bonus, we'll extend your subscription by one issue for each friend you recruit or buy a gift 
subscription for. For example, if you recruit two friends and buy a third a gift subscription (Battleplan is 
definitely the right gift for any wargamer!), then you'd get three extra issues added on to your Battleplan 
subscription! 

Okay, the fine print is that your must be a current Battleplan subscriber yourself to receive bonus issues 
added to your subscription for recruiting or buying gift subscriptions. Furthermore, the person who is being 
recruited or receiving your gift subscription must be a truly "new" subscriber, and have not been an 
Battleplan subscriber within the past year. Finally, full payment must be enclosed for each "recruited" and 
gift subscription. This offer is only good until the publication of the next issue of Battleplan, at which time it 
may be withdrawn (by not appearing), modified or continued. | 

You must use the order form on the reverse side of this card to insure that we have all of the proper 
information! 


Please enter my subscription(s) for Battleplan, Fire & Movement, Breakout, or Space Gamer / Fantasy 


Gamer as I have indicated by circling below: 


Sample Issue 3 Issues 6 Issues 12 Issues Renewal? 
e Battleplan $3.00 8.00 15.00 27.00 П ”68  []No 
е Fire ይ Movement 54.00 10.00 20.00 37.00 ПУев (1 № 
e Breakout $3.50 9.00 18.00 30.00 [] Уез (№ 
e Space Gamer / 
Fantasy Gamer $3.50 9.00 18.00 30.00 ІІ Yes |] № 


All subscriptions begin with the next issue published. Canadian addresses must add 606 per issue for | 
additional postage and handling, overseas subscriptions must add $1.25 per issue for surface mail. Payment 
must be in U.S. funds, drawn on a U.S. bank and made payable to DTI. 


Payment is by: [] check || money order |) MasterCard [] Visa Total Enclosed: 

Name | BAGS РТА 
Address AE 
City State/Prov Zip/P.C. 


Credit Card number: Expiration Date: 


Signature: 


April 1987 Battleplan Expires July, 31st, 1987 


To receive more informatıon about products or services described in this issue of Battleplan, simply circle the reader response number on 
the card below and mail ıt to address on the reverse side. To assist you, a handy listing appears to the left of this Reader Service Card. 


1 6 11 16 21 26 31 36 41 46 51 56 61 66 71 76 81 86 91 96 
3 2.39 1 232 SPE 32 37 A) AT 52 57.04 от 
3 8 313 18 23 28 33 38 43 48 53 58 63 68 73 78 83 88 93 98 
4 9 14 19 24 29 34 39 44 49 54 59 64 69 74 79 84 89 94 99 
5 10 15 20 25 30 35 40 45 50 55 60 65 70 75 80 85 90 95 100 


Please cirlce the number of the single most correct response in the reader survey section below: 
I. What is your age? 1. Under20 2. 204029 3. 3010 39 4. 401049 5. 50 years old or over 
Il. Are you a current subscriber? 1. Yes 2. No Ill. What is you sex? 1. Male 2. Female 
IV. Your annual income? 1. $15,000 or less 2. $15-25,000 3. $25-35,000 4. $35-45,000 5. $45,000 + 
V. Your education? 1. Lessthan 13 years 2. 13years 3. 14to 17 years 4. morethan 17years 
VI. How many others read thiscopy of Battleplan? 1 2 3 4 5 6 7 8 9 
VII. How much do you spend on games іп a year? 1. lessthan $100 2. $1-300 3. $3-400 4. over $400 
VIII. Your military status? 1 none 2. in ROTC 3 current active Д. current reserve 5. veteran 


Name 


Address 
City 


State/Ptov Zip/PC 
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WHOA ччачо ANSSI HOVE 


CONVENTION HOURS 
GAMEX 1987 will be open for registration at 8:00pm on 
Friday, May 22th, with Open Hamia activities rusn sq 


throughout the evening (tournaments an 


other activities wi 


begin Saturday morning), and will remain open around the clock 
until closing at 7:00pm on Monday, Мау 25th. 


CONVENTION LOCATION 
САМЕХ 1987 will be held at the Pasadena Hilton Hotel 
located at 150 S. Los Robles Avenue in Pasadena, California. The 
Pasadena Hilton is just a couple of blocks south of Colorado Blvd. 


You may not pre-register for more than one section of 
the same game tour-nament. For example, you may not pre- 
register for both of the AD&D or AXIS & ALLIES 


tournaments! 


PARTIAL BOARDGAME EVENTS SCHEDULE 
Events in italic print are new at this convention, those 10 
bold print are recom mended for al! members of the family. 


Saturday, May 23rd 
Event # Time 


Event Name 


:00am plomacy 
002 10:00am Panzergruppe Guderian 
003 10:00am Rails through Rockies 
004 10:00am Squad Leader (COI/COD) 
005 10:00am Squad Leader (ASL) 
006 10:00am Illuminati 
007 10:00am Axis & Allies #1 
008 10:00am Risk! 
009 11:00am Civilization 
010 11:00am Star Fleet Battles 
011 12:00pm Monopoly 
012 1:00pm Lost Worlds 
013 1:00pm Wooden Ships & I.M. 
014 2:00pm Brit. Rails/Empire Bldr. 
015 2:00pm Car Wars | 
016 2:00pm Talisman 
017 3:00pm War at Sea / V.I.T.P. 
018 4:00pm Trivial Pursuit 
019 4:00pm Ogre 
020 5:00pm Naval War Card Game 
021 8:00pm 7-Card Stud Poker 
Sunday, May 24th 
022 9:00am Blue Max 
023 9:00am Avalon Hill Classics 
024 9:00am Machiavelli 
025 9:00am Wiz War 
026 10:00am Third Reich 
027 10:00am Axis & Allies 
028 10:00am 1829 
029 12:00pm Car Wars #2 
030 12:00pm Cribbage 
031 12:00pm Kingmaker 
032 2:00pm Tank Leader 
033 2:00pm Empire Builder 
034 3:00pm Up Front / Banzai 
035 3:00pm Acquire 
036 5:00pm Cosmic Encounter 
037 6:00pm Ace of Aces 
038 8:00pm 5-Card Draw Poker 
Monday, May 25th | 
039 9:00am AH Baseball 
040 9:00am Scrabble 
041 9:00am Rail Baron 
042 9:00am Backgammon 
043 9:00am - 
044 9:00am Chess 
045 10:00am Nuclear Escalation 
046 10:00am Hearts 


PARTIAL ROLE-PLAYING EVENTS SCHEDULE 
Events in italic print are new at this convention, those in 
bold print are reccommended for all members ofthe family. 


Saturday, May 23rd 


Event # Time Event Title 
01-20 :00am 

301-306 10:00am RPGA AD&D 
401 10:00am Middle Earth AD&D 
421 10:00am Phoenix Command 

206-210 2:30pm AD&D #1 

241-245 2:30pm AD&D #3 

501-503 2:30pm Traveller 

211215 7:30pm AD&D #1 

307-312 7:30pm RPGA AD&D 

504-506 7:30pm Traveller 

aaa, May 24th 

221.225 10:00am AD&D #2 

246-250 10:00am AD&D #3 
422 10:00am Phoenix Command 

Behind Enemy Lines 


AD&D #2 


507.509 2:30pm Traveller 
901 7:30pm DTI Hosts A Mystery 
231-235 7:30pm AD&D #2 
251-255 7:30pm AD&D #3 
510-512 7:30pm Traveller 
Monday, May 25th 
425 10:00am Phoenix Command 
ADDITIONAL RPG EVENTS 


Champions, Paranoia, Twilight 2000, Call of Cthulhu, 
Pendragon, Haukmoon and other role- sot tig диш will be 
scheduled throughout the convention and will listed in their 
entirety in the convention program. 


MINIATURES EVENTS 

Like our many past game conventions, this one will feature 
all of the best in every-thing from 5 - 25mm, HO to Micro, and of 
course, 1:2400 naval miniatures. 

Brian Stokes will be coordinating mini-atures events, and a 
complete schedule can be obtained by calling (213) 420-3675. There 
is no event pre-registration necessary for mini-atures, just show up 
(and bring your figures!). 


